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REAL 


NIME, MANGA & MOR 


[C] | would like to subscribe to Anime FX magazine 
at £32 UK; £48 Europe; £66 Rest of World; $54 US 
for the year), or six months at £16 UK; £24 Europe; 

. £33 Rest of World; $27 US. 


neuter DN; 


( Please send me a single copy of Anime FX 
magazine at £2.70 UK; £4.00 Europe; £5.50 Rest of 
orld; $4.25 US (postage free). 


icy epe 


Return to: Anime FX, Avalon Court, Star Road, 
Partridge Green, West Sussex RH13 8RY, UK - or 
call 01403 711511 with your credit cards detalls 


EXPLORE THE DELIGHTS OF 
JAPANESE ANIMATION (ANIME) 
AND COMICS (MANGA) IN 
ANIME FX EVERY MONTH. 
HARD FACTS AND FUN 
WRITING ON JAPANESE 
LIVE ACTION SFX 
FILMS, MUSIC AND 
SNIPPETS OF 
JAPANESE 
CULTURE TOO! 
PLUS - EXCITING 
GIVEAWAYS LIKE 
POSTCARDS AND 
CALENDARS. IT'S A 
WHOLE NEW WORLD 


GET IT NOW! 


STEVE. CYTE. .SS 
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Front cover : IDOL PROJECT - this picture by courtesy of KSS with kind assistance from Sakura Studio 


o tad 


OTAKU VOCABULARY 


You'll find some Japanese terms crop up again 
and again. Here are a few definitions: 

ANIME Japanese animation 

CHARA Character 

KAWAII Cute 

MANGA Japanese Comics 


MECHA Mechanical object, ie robot, vehicle, 


weapon, etc. 
OTAKU Anime fanboy/girl 


OVA/OAV Original Video Animation, anime 
made for video 


SEIYUU Anime voice actor 


KONNICHIWA! 


This is the third full-colour issue of ANIME FX, and l'd just like to say how very much 
all of us on Team AFX appreciate your letters and phonecalls telling us what you 
think of our new style. For Steve and Peter it's been a vertical learning curve to 
adapt from Mac to PC and to learn how to use the vast array of design tools avail- 
able on computer, and your appreciative and enthusiastic support has cheered them 
up in their struggles with the more arcane aspects of programmes like Photoshop 
and Illustrator! 


| also want to thank those of you who’ve written to tell us that you won't be sub- 
scribing directly because you want to encourage your local newsagent or comic shop 
by buying all your magazines there. The local retailer network is absolutely vital in 
spreading the word about ANIME FX and many other publications to people who 
might not otherwise run across them, and I’m sure your retailer appreciates your 
support. And remember, if your local newsagent, comic shop of branch of WH Smith 
or Menzies doesn't have AFX on the shelves, ask for it! However, for anyone living 
miles from a comic shop, or for our many readers overseas, Debbie in Sussex and 
Julie in Ohio are always happy to answer your questions and solve all your subscrip- 
tion or back issue problems for you. You can find their numbers at the bottom of 
the lefthand column, so why not give them a call? 


As | write the weather has just broken, and after what seems like months of blazing 
sunshine Britain is back to normal again, with rain pelting down outside the window. 
It’s starting to put me in the mood for autumn, long evenings by the fire watching 
videos or reading, and, of course, for the annual ritual of our trip to Birmingham for 
ReConTanimeTed. This year’s convention looks like being unmissable, with the 
promise of a more varied live programme and a range of activities to back up the 
multiple video tracks for which the committee is renowned. Whether you want to 
catch up on all the new releases you’ve missed, go mad in the dealers’ room or just 
meet friends old and new, you'll find plenty to do. Maybe we'll see you there! 


Yours animatedly, 


Helen McCarthy 
Editor 


GODZILLA / MOTHRA © TOHO 


SFXPRESS is off on holiday: back next issue! 


OOPS! A ghost in the machine transposed some data from news pages to reviews last issue; as a result we 
wrongly attributed the BABEL II manga to Masami Kurumada, when it is, of course, by Mitsuteru Yokoyama. 
Apologies to both gentlemen. And FIVE STAR STORIES appeared in NEWTYPE not ANIMAGE. The DRAGONBALL pic 
is last issues Newscan was for the PLAYSTATION game, reviewed this issue, NOT the SUPER FAMICOM as stated. 


contents 


NEWSCAN - anime and manga information from around the world 


TOKYO TOY FAIR - Sakura Studio's Peter Evans (almost) dies and goes 
to heaven. Make your Christmas list here! 


MANGA IN FOCUS - STAR BLAZERS You can't keep a good myth down; 
Jim Swallow reports on Yamato's Western comic incarnations 


NOBORU ISHIGURO - A LIFE IN ANIME - This distinguished director, pro- 
ducer and creator speaking at ANIME EXPO earlier this year. 


JAPAN ROCKS - Our musical maverick Jonathan Clements looks at some of 
the Japanese soundtracks to hit the UK on CD. Just what is ‘original’ 
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GHOST IN THE SHELL - Our man in Japan was there at the voice studio. 
This is his report, plus pictures of the cast and crew. 


BAREFOOT GEN - A classic film whose Western release reminds the world 
why Hiroshima must never happen again by Helen McCarthy 


ONCE UPON A TIME REVISITED - Chris Jackman on the two worlds of 
the epic movie Windaria. 


HARUHIKO MIKIMOTO - THE INTERVIEW. Jim Swallow and Helen 
McCarthy in conversation with the idolmeister at ANIME EXPO. 


IDOL PROJECT - It’s sugar coma warning time as the heroine of this OAV 
series takes cute to new levels in her guest to become an Excellent Idol. 


THE AFX FANZINE AWARDS - How to make sure your favourite fanzine is 
up there among the winners. 


ANIME DOWN UNDER - Fred Patten on the second Australian animation 
conference - how the academics of Sydney brought Astro Boy to Oz! 


MINAMICON REPORT - Portsmouth's first anime event was a resounding 
success, says Peter Cullen. 


LIVE & KICKING - Jim McLennan on Asian movies, including the latest from 
the man without an unbroken bone in his body, the inimitable Jackie Chan. 


GAMES CAPSULE - Power up those consoles, because Paul Watson has 
some treats in store for all you anime gamers! 


SCANNING - Video, Comic and Book reviews; how to expand your conscious- 
ness and spend even more money... 


ANIMAIL - What's on your mind? You tell us. Plus ANIME SOAPBOX, with a 
girl's eye view. 


FANZONE - Fanzine reviews, Penpals, Contests and our fiendishly enjoyable 
Mind Break Quiz. How will you find the time to watch any anime? 


EYECATCH - Your own art, in full colour and glorious black and white. 


MANGA MUNCHIES - What’s to eat? 
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PIGS OVER SCANDINAVIA 
- CATBUS SCHEDULE 
REVISED 


Is Britain fated to be the only coun- 
try in the Western hemisphere with- 
out a Miyazaki release? Finnish 
magazine TAHTIVAELTAJA (STAR 
ROVER) dropped on our desks with 
the news that PORCO ROSSO was 
shown on Finnish TV on September 
16th, with MY NEIGHBOUR 
TOTORO scheduled a month later! 
C'mon Beeb, what are you up to? 
C4, where's Michael Grade's famed 


acumen? How many rhetorical ques- ' 


tions can one hack get into a para- 
graph? Anime is really taking off 
in Finland according to journalist ` 
Toni Jerrman; STAR ROVER no. 
3/95 has reviews of over 50 Á 
anime releases, plus Hong 
Kong film, horror, sf and 
more. You can write to 
STAR ROVER c/o Toni at 
Junailijankuja 1 B 29, 
00520 Helsinki, Finland. 
You can also write to the 
BBC and independent 
channels asking why the 
so-called "best TV in the 
world" can find time for 
endless re-runs of antique 
comedies, American sitcoms 
and gameshows, but not for 
some of the highest-quality, 
most positive and affirmative sto- 
rytelling in said world. Otherwise 
the catbus won't ever stop here. 


NEW FROM KISEKI 

Just out from Kiseki, the pirate 
girl sf adventure SOL BIANCA - 
in subtitled format! SOL BIAN- 
CA 2 follows at the end of 
October, accompanied by 
Leiji Matsumoto's p 
World War II anthol- SE 
ogy THE COCKPIT. And 77 
upcoming soon after : 
DIGITAL DEVIL. 


U Pa : ` : d 
Above: Digital Devil and right, L x d 
Adventure Kid T-Shirt 1 


Kiseki are also making a special 
offer to celebrate the budget 
release of ADVENTURE KID - an 
exclusive ADVENTURE KID t-shirt 
for just £5, plus £1 p&p. Send your 
name, address and payment to 
Kiseki Films, ADVENTURE KID T- 
SHIRT, 5 8 6 Parkside, Ravenscourt 
Park, London W6. 


Pioneer LDCE will release cybercop 
series ARMITAGE III in the New 
Year. The OAV series is already a hit 
in Japan and the USA and has been 
eagerly awaited by UK fans since its 
appearance in these pages last 
February. In the meantime fans can 
enjoy the unique antics of Tenchi & 
Co in the TENCHI MUYO SPECIAL 
and the further adventures of the 
KISHIN TROOPS. 


— < 


GIANT ROBO 
Yes, at last the 
hottest of the 
retro-anime fan 
favourites is 
scheduled for a 
L` UK release. 
Manga Video 
will unleash it 
on the 
shelves in 
January 96. 


Also coming 
from MV, 
VAMPIRE 


PRINCESS MIYU (see US News). 
And look for mecha drama MADOX- 
01 and the final bloodsoaked chap- 
ter of ANGEL COP along with part 2 
of ORGUSS 02 on the shelves now! 


WESTERN CONNECTION 
One for the girls is coming soon 
from Western Connection in the 
shape of DARKSIDE BLUES, a tale 
of strange powers and gorgeous 
men. Don't panic, though, the 
weaker sex is not entirely neglected 
- fans of singing schoolgirls and 
Chinese dresses can look forward to ; i IN 
more adventures from DEVIL Aa AUN 
HUNTER YOKO and the HUMMING- A: 
BIRDS. 


BOOK LAUNCH DELAVED 
Publication of Helen McCarthy's sec- - 
ond book, THE ANIME MOVIE 
GUIDE : 1983-94, has been delayed 
until the Spring of 1996. The book, 
a follow-up to the successful 
ANIME! A BEGINNER'S GUIDE TO 
JAPANESE ANIMATION, once again 
published by Titan, covers theatrical 
and video releases in one of the 
medium's most exciting decades 
and has been researched using 
Japanese, French, Italian and English 
language sources. 


Above: MADOX - 01 Below: VAMPIRE 
PRINCESS MIYU, New from Manga Video 


CHINMI HITS HARD! 
Bloomsbury Publishing’s gamble has 
paid off; their release of IRONFIST 
CHINMI in unflipped, Japanese-style 
format has been hugely popular, 
with the first two volumes selling 
out their 25,000 printrun in two 
days. The initial six-volume run - 
looks certain to be extended, and 
the first girls' title, SAILOR MOON, 
is in preparation with a planned 
release in Spring 1996. 


horror film fans, in particular female 
fans. For more information or a 
copy of her questionnaire, write to 
Brigid at the Department of Film 
and Media Studies, University of 
Stirling, Stirling, FK9 ALA, Scotland, 
or email her at BCHERRYOFESTI- 
VAL.ED.AC.UK. 


HELP WITH HORROR 

Film scholar Brigid Cherry is looking 
for help with her thesis on patterns 
of horror film viewing; she wants to 
hear from animated and live-action 


GET THE GOODS! NEW 
TONKAM CATALOGUE 
French publishers Editions Tonkam 
have produced their first catalogue 
of manga, French manga transla- 
tions and anime goods from Japan 
for two years. 30 pages in black and 
white and colour and an order form 
can be yours for just 20 francs 
(about £2.70 at current rates). Send 
your money orders or Eurocheques, 
made payable to TONKAM, to 
TONKAM, Service VPC, BP 356 - 
75526 PARIS CEDEX 11, France. 


TSUNAMI SOUNDS 

The popular anime, manga and 
music magazine TSUNAMI has 
merged with music journal B MAG 
for a “Japan Special”. The result is 


something else - lots of live and 
recorded music news, reviews and 
info plus articles on Japanese and 
Western animation and graphics; 
features on Chuck Prophet, Lou 
Barlow, Neil Young and Moebius 
rub shoulders with video reviews, 
Tokyo club scene reports and a style 
feature on how to dress like your 
fave manga heroine. All this hard 
style will set you back 30 francs 
plus postage, from B MAG 45, rue 
Mederic 92110 Clichy, France 


GAGNEZ UN VOYAGE AU JAPON 


If you're a fan of VAMPIRE 
PRINCESS MIYU, the elegant horror 
tale released on ANIMEIGO in the 
USA and due for UK release on 


Manga Video soon, you should look 
out for the translated manga from 
Antarctic Press. Interestingly, MIYU 
creator Narumi Kakinouchi is the 
daughter of famed writer, designer 
and director Toshihiro Hirano, who 
is a major creative force in MEGA- 
ZONE 23 part 1, FIGHT! ICZER-1 
and many other fan Favourite titles. 
Not surprisingly, he was a natural 
choice to direct the MIYU anime. 


Our thanks to reader Dan Caggiano 
for sending us details of Expanded 
Entertainment, who distribute a 
wide range of animated video shorts 
from all over the world. If you enjoy 
all kinds of animation, ask them to 
put you on their mailing list and get 
details of all their titles. Write to 
Expanded Entertainment, 
Animation, PO Box 25547, Los 
Angeles, CA 90025, USA. 


The Internet is buzzing, not just 
with concerns about JAILED, but 
with indignation over the announce- 


ment that the Osamu Tezuka 
Awards, presented last year at 
ANIMEast, are this year to be voted 
on by a selected panel of industry 
professionals rather than by the 
fandom. The difficulty of selecting 
a panel without vested interests to 
support, but with enough expertise 
and credibility to do the job, has 
been pointed out. It’s hard enough 
for a small group to include experts 
who can evenhandedly evaluate the 
technicalities of anime, manga art & 
writing, translations, soundtracks, 
music videos, performance, transla- 
tion skill, journalistic and design 
excellence, without having to vote 


on every one of those diverse fields 
as well! The debate continues to 
rage and will no doubt still be a 
matter of interest at this year’s 
Tezuka Awards at the convention in 
New Brunswick on November 9-11. 


Two pretty wild ones are going 
round at the moment : that Bandai 
are planning to launch a certain 
wellknown mobile suit epic onto the 
US video market, and that the 
DRAGONBALL manga is closer than 
it’s ever been to an American 
release. If it turns into hard news, 
we'll let you know! 


The American TV version of SAMU- 
RAI TROOPERS drew to a close 
this month, having been screened by 
almost a hundred TV stations. For 
the most part it was well received 
by US fans and seems to have done 
reasonably well in terms of viewing 
figures. SAILOR MOON starts its TV 
run this autumn, eagerly awaited by 
otaku, while little girls have already 
begun to buy the latest U.S. SAILOR 
MOON merchandise. In an interest- 
ing sidelight, we hear that Toei and 
Bandai are blocking the export of 
SAILOR MOON merchandise from 


SAMURAI TROOPERS 


Japan to the USA and asking 
American stores not to 

sell it in competition with 
the locally-licensed mer- 
chandise. 


A-KO PHONE 
HOME 

Another idea from 
Central Park Media - 
their phonecards, 
made available in lim- 
ited editions and adorned with 
gorgeous anime images. The 
PROJECT A-KO one is 
shown here and is far 
too cute to risk putting 
into a phonebooth slot! 
Ordering information 
from your specialist 
store or from CPM. 
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Left: RONIN 5 
aka SAMURAI TROOPERS 
ends its U.S. T.V. run. 
Above: PROJECT A-KO 
phone card from CPM. 
Right: DRAGONBALL 
manga on collision course 
for the USA? 


MACROSS THE MOVIES 
The premiere of MACROSS PLUS 
THE MOVIE was scheduled for 23rd 
September, with showings planned 
in 9 Japanese cities. It’s a compila- 
tion of the four OAVs plus an extra 
twenty minutes of new material into 
a two-hour extravaganza for mecha 
junkies and action freaks. The new 
material doesn't really change the 
story; set in 2040, it follows the 
OAV line. 


MACROSS fans will be pleased to 
know there's another MACROSS 
movie on the starting blocks, based 
on TV series MACROSS 7. GINGA 
GA ORE O YONDE (The Galaxy is 
Calling Me) features Mirene, Basara 
and all their pals in a brand new 
story set in an arctic landscape - or, 
as the publicity handout puts it, “In 
a land dominated by snow and ice, 
Mirene, Basara and the others have 
to light a Fire.” 


Im €E UV = ک‎ <A IP 


TV NOW 


NURSE ANGEL LILIKA SOS, current- 
ly running on TV Tokyo, is a Sailor 
Moon clone with a different outfit, 
the ‘Nurse Angel of Love and 
Justice'. Lilika Moritani is given the 
“Angel Cap' as a birthday present by 
a girl who's just come back from liv- 
ing in exotic foreign parts (in 
England). But there's more to the 
cap than meets the eye, and it 
transforms Lilika into the Nurse 
Angel, giving her the power to do 
good, but also the problem of living 
a secret double life as a magical 
superheroine. 


TV FUTURE 

ESCAFLOWNE OF THE SKY is Shoji 
Kawamori's latest project, billed in 
NEWTYPE as coming from an anime 
dream team. Chara designs are by 
the renowned Nobuteru Yuuki 
(RECORD OF LODOSS WAR, ANGEL 
COP) and the project will air on 
Japanese TV sometime in 1996. The 
story centres round typical 15-year- 
old schoolgirl Hitomi Kamizaki. She 
is troubled by visions of a knight 
and a dragon, until one day she 
finds herself mysteriously transport- 
ed to planet Gaia, where these 
visions originate. There the Kingdom 
of Farnelia is under attack from the 


technologically-advanced Zaibahha 
Empire. Hitomi's 'knight in shining 
armour', Vern Farnel, sets off to 
save his kingdom with her help. 


SAINT TALE is a TV series coming 
soon from Tokyo Movie Shinsha, 
and is based on the manga by 


Megumi Tachikawa, serialised in 
Kodansha's Nakayoshi magazine. 
Meimi, a spunky student at St. 


Paulia's College, can transform into 
beautiful superheroine Saint Tale at 


night. This is a problem for the 


nuns, but Meimi's classmate Asuka 
Jr. thinks the supergal is just superb 


... While Meimi wishes he'd look in 


her direction every once in a while. 


OAV ACTION 


The GALAXY FRAULEIN YUNA OAV 


series is being proclaimed as 'the 
last word in bishojo anime' - judge 
for yourself. Based on the original 
computer games and the story by 
Mika Akitada, the OAV series is 
directed by Yoshinobu Yamaguchi 


from Satori Akahori's screenplay. A 
new character, Misaki, is promised. 


School stories are as popular as ever 
: PHOBIA is set in River island 
College, where the hero, nice guy 
Mutsumi Narita, doesn't really fit in 
with his hormone-crazed class- 
mates. His girlfriend Megumi doen't 
fit in either, though it isn't obvious 
at first; but when monstrous 
replinoids from another dimension 
start picking off the staff in the 
drama department, she reveals that 
she's really a time-hopping warrior 
from 2112 A.D., and she has a mis- 


. sion to complete ... 


And MAGICAL ANGEL SQUAD, a 6 
part OAV series from Bandai Visual, 


. features the adventures of five nor- 


mal, happy, thoughtful high school 
girls who have their own little club 
which meets in secret to practice 
‘magic’. The girls get more than 
they bargain for when one of their 
summoning spells goes disastrously 
wrong - or should that be disas- 
trously right? 


The YAMATO TAKERU TV series 
continues with a new OAV series 
commencing in October. The TV 
series, on TBS, spanned 39 episodes 
but the last three were never broad- 
cast, and these will be released first 
to form a bridge between the TV 
and OAV series before the new 
story starts in earnest. Set three 
years after the events of the first 
series, our hero Takeru is now 16 
years old, and his village is enjoying 
a period of peace, when a meteorite 
lands nearby and carries with it a 
demonic fortress from Planet 
Izumo. 


Below: YAMATO TAKERU 


DARK BLUE FLEET is an OAV series 
from Tokuma Shoten, set in a paral- 
lel universe where World War Il is 
being fought all over again. This 
time around, though, the Japanese 
are doing rather better than before. 


One of the greatest of mecha direc- 
tors, Ryosuke Takahashi, whose 
work ranges from classic series like 
ARMOURED TROOPER VOTOMS to 
the recent Matsumoto OAV THE 
COCKPIT, wrote and directed A 
DARK KNIGHT'S TALE for Sunrise. 
Part one was shown on Nippon TV 
back in February; now it's available 
on video from VAP, and the com- 
puter gamed-based dark fantasy is 
taken a stage further with a second 
OAV from Takashi “GUNDAM” 
Imani. 


STOP PRESS FROM OZ ... 
Australia has its own anime indus- 
try, and while quite a few of the 
titles are licensed from UK distribu- 
tors, some come from other 
sources. One of particular interest 
to British fans right now is Kiseki 
Australia, licensees of our own 
Kiseki Films, who also get titles 
from American sources. One of 
these is the RANMA 1/2 TV series, 
which has been appearing two 
episodes to a tape since August. 
Australia, of course, speaks English 
and shares the UK TV format. 

In view of the number of letters we 
get from deprived British RANMA 
fans (see ANIMAIL this 
and almost every other 
issue!), we thought this 
information might be of 
interest. 


Ed 
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From BANDAI's Catalogue: Top left: two (of four) transformable VALKYRIE's 
from MACROSS 7. 
Top right: MASTER GRADE GUNDAM RX-78-2 model kit (1/100 scale). 
Bottom: Mecha toys from the SENTAI series CHORIKU SENTAI OHRANGER 
(Super power Task Force King Ranger). 


SHOW 


June 1-2 1995 
Report by PETER EVANS 


Our intrepid reporter is the only 
man who has ever managed to 
catch a cold in Tokyo in June. So 
he did the only thing he could 
think of to cheer it up - he took 


_ it shopping. 


` A report from SAKURA 


STUDIO's Peter Evans, with pic- 


 torial material kindly provided 
x by MASAAKI KATO. 


One bright and cheerful Thursday 


ANIME FX's secret agent in Japan 


| disguised himself as a member of 

. the masucomi (otherwise known as 
. ‘the press’) and journeyed across 

. the cultural wasteland that is Tokyo. 
| Out into the wilderness ne'er before 


travelled. Beyond Disneyland to ... 
Makuhari Messe. | 


And a right messe it is too! It's a big 
long thing that is divided into eight 
e halls xd moveable walls. For 
i though, the entire 
in use for the Tokyo 
year there were ` 


pretty bland. The area round the 
station looks like ten things to do 
with SRC (steel reinforced concrete) 
if you want to be called Mr. x 
Exciting Civil Servant. 


Bluffing his way into the show by 
using the unprecedented tactic of ` 
pretending to be himself, the secret 
agent got in, and, armed with his 
camera, proceeded to explore. The 
sights he saw rendered him inco- 
herent, to wit : 


. Bandai had the biggest stand; then 


it was a toss-up between Tomy, 
Takara and Sega. There were toys 
for all occasions, even that infernal ` 
‘MAGIC, The Waster Of Money’, - 
Postman pat, Thomas the Tank - 
Engine, and Disney. (They stopped - 
me getting into their booth until 


they knew who | was, but that's all 


right as | find their stuff puerile. 


| POCAHONTAS looks nic ^ 


(Monster) 


ei Toys featu ue GAMMERA, 
; GODZILLA and friends. 


Bottom left: GODZILLA 
“Charmy Water” Water Game 
from TOMY a 
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erminal cuteness mom TOMY 


favourites were also i in evidence : 


LA, OHRANGER, MACROSS 7. 
. Bandai have a satellite channel that 
. Will be doing 18 hours a day next ٢ 
` year! It’s called OTTACK BEAM and 
. is on Cs Skyport. Ideal for fans of 
-~ GUNDAM, MACROSS, YAMATO and 
—< assorted Seiyuu. SAILOR MOON has 


"Kaleidomon Scope' (not ‘curried - 
moon scope’ as | at first thought!), d 
3 big pink thing that lights up at the 

x the ‘Stallion revue’, anoth- : 


SAILOR MOON. Other series were 
represented in much smaller ways; 
SLAM DUNK, DRAGONBALL, etc, 
were there, but they weren't exactly 
strutting round dressed as Umi-san, 
Ai Tenshi Wedding Peach or Chibi- 
Usa. The new Studio Ghibli anime 
was under-represented; it's MIMI O 
SUMASEBA and it looks as if it 
should be MAJO NO TAKKYUBIN 2 
(Japanese title for KIKI'S DELIVERY 
SERVICE - it means WITCH'S 
EXPRESS DELIVERY); the cat is 
cute, so is the heroine, 
Nausikikisheeta 2. There is now a 
National Trust reservation in 
Saitama-Ken called TOTORO NO 
FURUSATO, or Totoro's Forest; so 
far, che fund for this cause has 
gathered something over 
100,000,000 yen! (Minimum dona- 
tion is 3,000 yen; if anyone wants 
to donate, write to our revered edi- 
tor and [II get details.) 


TOMY are really pushing their WED- 
DING PEACH toys; this is a girls' 
anime about the legendary 'Saint 
Weapon Four” . (I kid you not!) Their 
merchandise includes 'Saint Shutrai' 
for Angel Lily, a baton with flashing 
lights; 'Saint Tornado' for Angel 
Daisy, a giant bootle opener; 'Holy 
Hand-Grenade' for Wedding Peach - 
it's white, it beeps, flashes, and 
three is the number thou shalt 
count to ..... [THWACK!!!! Keep your 
mind in this reality while you're 
writing, please - editor] Actually, it's 
called “Saint Crystal’, but the Python 
version is more fun .... NINKU is the 
show for boys, trying to be the 
replacement for last year's YU YU 
HAKUSHO. DORAEMON is for the 
tots. 

Remember TWISTER from MB 
Games? Well, it was there! It's only 
2980 yen too! [Approx £20 -Ed.] 


_ BANDAI Basically, if it has giant 


robots, it's Bandai. Their stand had 


alot of them, but only one was 6 


metres high! These fantastic per- 
forming toys with their amazing 
shoulder pads and their mystic abili- 
ty to reduce adults to tears sell fan- 


_tastically well. WING GUNDAM is 


this year’s new series. Old 


SD GUNDAM, ULTRAMAN, GODZIL- 


new Sailor Senshi toys, like the 


for big kids -DBZ ULTIMATE BAT- 
TLE 22 and MOBILE SUIT GUNDAM 
for che Sony Playstation. Old 
favourites THOMAs, DUKE and 
SKARLOEY are only 1,500 yen each. 


TAKARA CHIBI MARUKO CHAN is 
being superseded by GAKKOH NO 
UWASA, HANAKOSAN GA KITA, 
about a ghostly school. Whether 
this is a good thing remains to be 
seen, but their booth was huge. 
Starting on the 7th of July there 
was a new merchandising vehicle 
called NURSE ANGEL LILIKA SOS 
for shogakusei (elementary school) 
girls. It's so cute, it will carry health 
warnings. Just seeing pictures of it 
causes grown men to strip off and 
dance - no, wait, that's the Masaya 
booth! The Japanese counterpart to 
that grotesque parody of femininity, 


Barbie, is Rikachan, which is still 
going strong after many, many 
years. She's betterlooking and 
around 3,000 yen. 


What's a castle doing here? It's 
KADOKAWA, promoting their sum- 
mer movies, LEGEND OF CHRYSTA- 
NIA and SLAYERS. The former is set 
in the world of LODOSS WAR, the 
latter is basically Megumi 
Hayashibara destroying everything 
in sight! They are bringing out a 
LODOSS game on the Super 
Famicom (promo filmed in France) 
and a game called TOKYO DUN- 
GEON that is supposedly written by |. 3 ; 1 : - 
Roe R. Adams III K.T.J. (Knight of SS í ; Tw 

the Temple of jajaa ur that — 1.9807 [Am | 24 [55:57] | Q 1.2005 EN EDI] 


is in mid-crisis as something crucial : — W140 XHISS x D35 


is late. 


The Pippin (from Bandai again) is a 
much more exciting prospect than 
Nintendo's vapourous 'U64', and 
more powerful than the 3DO. Stick 
a hard disk and a keyboard on and 
you have a complete Macintosh. 
There was a short techno-rave pro- 


motion in the theatre they had on 1 ' == TULZNU-TYyT, 
their stand. Soon we will be seeing ， £ oS | | £ 
a new breed of Internaut, as the 3 | š = +100 
: I ۸ که‎ LUME Wm [7278828 (530 f mo | KIWA 
proletariat get Net access from | EET HE EES W200 X H 40 x D20 


(Pause to preach doom and gloom.) 
Other exciting prospects are, of 


course, the Sega Saturn and Sony د ږ‎ 

Playstation. There were not many | E. - | buses QU ex c. P 

new and exciting games for either | S = a is b. : = 

platform, just enough to whet the | i BETES y SFE TAIY bh 

appetite and give one some hope - | A 

VIRTUA FIGHTER 2 Virtua Cop, [as | 1,0005 | TET [a NE. 12 pes 
MAGIC KNIGHT RAYEARTH (Clamp | 3 1 
are going to be very rich!), BLUE | ` — ا‎ p — 


SEED, OUO VADIS (with chara 
design by Mikimoto) for the Saturn; 
AIR COMBAT, ZXED, VAMPIRE THE ; نېم سب‎ 

NIGHT WARRIORS for the ; ^ 

Playstation, and some other stuff | اوو‎ ET by kor brol HV 
that was so unfinished it crashed | x ٤ : 

every thirty seconds. : | 


MASAYA The nicest thing you could 
say about their booth is, what it 
lacks in size it makes up in volume. 
They were VERY loud! Promoting 
- their latest game (I call it MUSCLE! 


for lack of anything more intelligent DON de MILL == zx 44,9807 ات هوو‎ 
| SEEST مته هو‎ 


to call it!) they had 4 superb physi- NTC ae || 2-272 = 
cal specimens in a great display of A 人 ———— - 7 === 


homo-erotic dancing and bulging 
biceps - one girl in white, one cau- 
casian, two blacks. They were good, 
lots better than the dancing girls at 
. the Namco stand. No idea what the 
game is like, but who cares? MUS- 
CLE! The women loved it, the men 
looked sheepish. Everyone went 


. deaf. 
- So much show! Next time | go, [II ias e e Lam | 42.4005. 
take lots of aspirin and try not to —Ç — Te : Bb 13) E 


= Catch a cold the day before ... د‎ | pu d à y ee a 


"Top and far riot: MAGIC KNIGHT : 


| RAYEARTH eod from SEGA = 
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MANGA 
IN FOCUS 


Of the many anime series that made 
the leap from Japan to WesternTV 
programming, STAR BLAZERS is 
perhaps the best remembered. 
Preceding its translated brethren in 
Harmony Gold's ROBOTECH by sev- 
eral years, STAR BLAZERS’ multi- 
layered ongoing storyline was a first 
for childrens’ programming used to 
a diet of kidvid pablum. Fuelled by 
the ‘sci-fi’ mania ignited by the 
release of STAR WARS, US dubbing 
studio Westchester Films brought 
their adaptation of the landmark 
SPACE CRUISER YAMATO series to 
1979 viewers eager for epic stellar 
adventures. Like ROBOTECH after 
it, STAR BLAZERS was to be the 
first experience of many anime 
enthusiasts, and its markedly differ- 
ent approach to storytelling (which 
shone through even after copious 
edits) introduced a whole genera- 
tion of fans to Japan’s animation 
culture. 


The original show saw the light of 
day in 1974 as a series on Japanese 
television, and like the Western sf 
phenomenon STAR TREK, YAMATO 
was destined to run and run. Three 
complete series, each with its own 
distinct story arc, five feature films 
and two new spin-off projects 
marked the journey of this galaxy- 
spanning saga from humble roots to 
classic status. Despite plots that 
threaded into three different time- 
lines, the creation of Yoshinobu 
Nishizaki and Reiji Matsumoto (who 
went on to create CAPTAIN HAR- 
LOCK) has become a bona-fide 
‘cert’, demonstrating an enduring 
desire by fans to see the adventures 
of a beloved cast of characters. 


Westchester Films' distribution of 
STAR BLAZERS began with a 52 
episode run that adapted the 197 4- 
5 series SPACE CRUISER YAMATO 
and its 1978-9 follow-up SPACE 
CRUISER YAMATO II. Years later, as 
the home video market for classic 
'cult shows and anime built up in 
the USA, Westchester set up 
Kidmark to market the show in this 
new arena. Broken down back into 
their original series, the two 'sea- 
sons' were sold as THE QUEST FOR 


ر » 


Against it, our ship- -which we now Z 
¿all the ARGO- -proved more 
than adequate. 


A 
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ISCANDAR (available here in the UK 
on the Kiseki Films label) and THE 
COMET EMPIRE, with the later 
third, sometimes called the ‘lost’, 
season, THE BOLAR WARS. This 
was Westchester's translation of the 
25 episodes of the 1980-1 SPACE 
CRUISER YAMATO III, which ran on 
US TV in a very limited area. 
Although name changes and cuts 
were rife throughout the shows, 
many fans felt that the essential 
message of YAMATO had remianed 
unchanged in STAR BLAZERS; cer- 
tainly the show never found itself 


1 


under the same critical barrage that 
the later ROBOTECH series suf- 
fered. Perhaps the most prominent 
difference was the name of the 
starship herself. The reborn battle- 
ship Yamato was renamed in honour 
of the Greek legend of Jason and 
the Golden Fleece, simply chris- 
tened - The Argo. 


1987 saw the arrival of a new addi- 
tion to the STAR BLAZERS universe 
in the form of an original, four part 
comicbook series from independent 
comics publisher Comico. Having 
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won anime fan favour for their seri- 
alisations of the ROBOTECH seg- 
ments MACROSS, MASTERS and 
NEW GENERATION, Comico now 
embarked on a new mission. Not 
only was the STAR BLAZERS TV 
show largely off the air, unlike the 
syndicated ROBOTECH, but the 
comic scripts were all-new, unlike 
the screen-to-page ROBOTECH 
adaptations. Comico teamed Phil 
Foglio and Doug Rice, who had 
both worked on the excellent 
anime-influenced DYNAMO JOE 
series for First Comics, to create 
the words and pictures for the 
book. STAR BLAZERS was the first 
version of the YAMATO saga to see 
print in the West, and the first origi- 
nal story in that format since the 
end of Matsumoto's manga version 
some years earlier. Bringing long- 
time YAMATO fan Robert Fenelon 
aboard to introduce readers to the 
story, Comico bravely launched the 
book into a market that hadn't seen 
STAR BLAZERS in over seven years - 
and outsold their ROBOTECH sta- 
blemate by 300%. 


Foglio and Rice created an adven- 
ture designed to dovetail smoothly 
into the STAR BLAZERS chronology, 
a sequel rather than a side story, 
that took place in the gap between 
the finale of THE COMET EMPIRE 
story arc and the opening shots of 
THE BOLAR WARS series. The 
COMET premise had dealt with an 
invasion by a civilisation living on an 
artificial comet fortress, which the 
Argo crew had, in true YAMATO tra- 
dition, successfully vanquished at 
great personal cost and with loss of 
life ... The miniseries followed on 
with a smart revenge tale that saw 
the Argo subverted by a band of 
religious fundamentalist renegades 
exiled from the Comet Empire, 
seeking to finish what their 
brethren had begun, namely the 
destruction of Earth. Despite a deus 
ex machina ending (which, again, 
fits the YAMATO tradition) the story 
held up well over its spread, tying in 
several dangling threads from THE 
COMET EMPIRE and guesting all the 
best-known and most favoured 
characters. Doug Rice's internal and 


ix years on, and Westchester's " 
- rights to STAR BLAZERS have revert- 
ed to their owners, who in turn — 
have licenced Voyager Entertainment 
to market the YAMATO/STAR BLAZ- 
ERS canon. In association with 
comics group Studio Go! (who work 
with CPM Comics on their GALL 
FORCE, MD GEIST, PROJECT A-KO 
and CYBER CITY OEDO titles), 
Voyager have formed Argo Press to 
publish a new STAR BLAZERS 
comics series, adapting the YAMA- 
TO : THE NEW VOYAGE feature. 
Beginning with an #0 issue that 
cleverly recounts the events of 
QUEST FOR ISCANDAR through a 
ship’s log, the series continues with 
a focus on the ‘noble antagonist’ 
character Desslok’s perception of 
pivotal STAR BLAZERS events as a 
lead in to the NEW VOYAGE series. 
The STUDIO GO! team hope to pub- 
lish more stories, both adaptations 
and originals, in the Future. 


One of the senior 
figures in the anime 
industry and on 
the Funniest, me 
delightful guest: 
ANIME EXPO wi: 


distinguishe 
the birth of J 


THE TALK 


(a transcript of Ishiguro-sensei’s 
translated words) 


When | graduated, there was really 
no future in the Japanese film 
industry; they were firing, not hir- 
ing! TV seemed the same. The 
anime idustry was the only one hir- 
ing. Until then, animators had exist- 
ed only in Toei’s studios, producing 
one animated feature a year, and in 
a couple of small studios that pro- 
duced commercials. Back then, 
anyone who could draw cartoons 
could become an animator! | did 
some 8mm film in college, so | 
already knew the basic techniques 
of animation, and the first studio | 
joined didn’t have a senior animator 
to train me; so | just did my work at 
my own pace, as best | could. 


It was really unprecedented then to 
make a weekly TV show. The only 
way we could do it was by using 
stamina and the old spirit! Of 
course, some things were easier. 
There was no such thing as a video 
cassette recorder back then, so 
once the animation made it onto TV 
the day was ours. Even if a charac- 
ter wearing a blue cloak showed up 
with a red cloak next week, it was a 
done deal! We could convince any- 
one who commented that he was 


mistaken - after all, it could only be 
checked if there were re-runs of the 
show! In this sense, modern anima- 
tors have it tough. Their work can 
be checked and scrutinised via the 
vcr in minute details - so they don’t 
take risks. We spent many all- 
nighters researching how to get the 
maximum animation with the mini- 
mum number of cels, but now there 
are animators who can’t get a sense 
of movement when they should be 
able to do it easily. The soul of 
Japanese animation is really to 
emphasise the emotional content by 
Freezing the action -and also to 
streamline actions to reduce cel 
content! 


When | started out, | really wanted 
to direct, but the shortage of artists 
meant it took me 5 years. I'd read 
science fiction since my schooldays, 
and | wanted to direct animated sf. 
Back then, though, the anime indus- 
try was presumed to be for kids, so 
everyone assumed that sf animation 
would flop - because a space back- 
ground had no diversity, and would 
bore kids. Then, ten years on, 
in 1974, | heard that 
someone was mak- 
ing a Fully fledged 
sf animation fea- 
ture, with 
mecha by the 
best 
designer 
in 


Japan, Reiji Matsumoto, and a seri- 
ous story - it was SPACE CRUISER 
YAMATO, and it was exactly what | 
wanted. The fact that the story had 
not been animated before inspired 
me, and | signed on as director of 
animation. 


It was the start of a long struggle. 
Looking back, it might sound 
humorous, but not a single animator 
had grasped the concept of gravity - 


all the explosions drooped down 
like fireworks! For the first three 
episodes | had to draw all the 
explosions and show the animators 
what to do. These days SF anima- 
tion is the norm, and you might 
suppose this wouldn’t happen, yet 
in the very first episode of LEGEND 
OF GALACTIC HEROES the same 
mistake was made, 15 years later! 
Look at the opening voice-over 
sequence and you'll see that all the 
sculptured busts of heroes floating 
in space explode, and then crumble 
downwards, as if there were gravity 
in space! 


SPACE CRUISER YAMATO set sail 

on her broadcast in October 

1974, with all our hopes aboard. 

We were aiming at a 12% audi- 

ence rating, but the first episode 

got 7%, and it was no better than 
5-7% all the way to the last 
episode. One thing that might have 
affected us is that the show ran 
opposite HEIDI, GIRL OF THE ALPS, 
which was Hayao Miyazaki's big 
break. 


We were also soon lagging behind 
schedule because of our care for 
production standards. By the time 

episode 3 was aired, we were 
delivering the film on the day of 
broadcast and | was pretty 
much living at the studio. The 
producer tried to fire me three 
times for using all my own ideas 

À and the techniques I'd dreamed 
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up over the years. Looking back, | 
think that first series of SPACE 
CRUISER YAMATO is the show 
that's closest to my own style. 


Two months into the broadcast a 
completely unexpected phenomenon 
started to happen. High school and 
college students start- 
ed to come to the 
studio in 
groups, and 
told us that 
they loved 
the show, 
despite the 
ratings. 
They'd 

even raid 
our garbage 
cans for 
sketches and so % 
on. | would attach 
a film strip to a used 
cel and give one to every 

visiting fan; in retrospect, | could 
have made a fortune, but at that 
time used cels were just industrial 
waste. Tatsunoko were burying 
used cels in their yard to get rid of 
them - you could probably dig there 
now and find a used cel or two! 


Because of the low ratings, and 
because we were Y20,000 per 
episode over budget, the producer, 
Mr. Nishizaki, shortened the 39 
episode schedule to 26 episodes. 
When he decided this, epsiode 20 
was already in production. That’s 
why it took the YAMATO 25 
episodes to reach Iscandar and just 
one to come back! There was a 
character who was supposed to 
show up in the final 13 episodes, 
which had been cut; the art was all 
done, and he was very charismatic, 
so | recommended the designer, 
Matsumoto, to do a story based on 
him. That was Captain Harlock. 


While YAMATO was facing an early 
demise, the fans were forming clubs 
and rooting for us; it was the start 
of anime fandom. But the producer 


MEGAZONE 23 
Part 7 


was in a serious financial rut, and he 
couldn’t care less for this. After 
researching many options he decid- 
ed to sell YAMATO to American 
television. Someone told him a fea- 
ture would be easier to sell, so he 
edited the series into 2 hours. The 
fans heard about this, and started 
asking to see it, and he thought 
of renting a theatre for a 
YAMATO convention. 
f i7 But then demand 
T spread, and he 
realised this could 
be a business 
opportunity. He 
*. started negotia- 
tions with all the 
movie theatres in 
Tokyo, but they all 
refused him. Finally 
he found a little four- 
theatre franchise that 
agreed to release the feature 
he had edited from the cancelled 
show. 


He gathered the YAMATO fan club 
members in Tokyo into his office, 
gave each of them 20 posters to 
put up, asked them to request the 
theme song from radio DJs, and to 
sell tickets! The fans did all this for 
no money, just for pure love of 
YAMATO, and their zeal accom- 
plished something new in the indus- 
try. 100,000 tickets sold in three 
days, and the media took notice. It 
was the start of the so-called 
'anime boom'. Over 300 people 
stood in line from midnight the day 
before the first screening; the police 
were called out, and we were on 
every news programme. We went 
down to talk to the fans in line, and 
the producer was so excited he 
started to shake their hands! | was 
very happy myself. The break- 
through that took anime from 
something for kids to an adult 
medium started here. The selfless 
devotion of the fans who worked to 
make this movie recognised has a 
lot in common with the fans work- 
ing here at this convention. 


MEGAZONE 23 
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Overnight there was a YAMATO 
boom. The second feature was 
started, and the producer became a 
millionaire. That year, STAR WARS 
was released and there was a mas- 
sive sf boom also - any movie called 
'sf did well. ANIMAGE magazine 
started, and its premiere issue had 
the new YAMATO feature on the 
cover. 


After the feature was produced, 
work started on the second YAMA- 
TO TV series. To be honest, | was 
hesitant about joining the staff. The 
boom in new shows meant that 
there were less good animators 
available, and | wasn't sure | could 
maintain the quality of the first 
series. As | feared, the first episode 
was pathetic, but we still got 27% 
of the ratings, whereas the first 
episode of series one got only 7% - 
how | wish it had been the other 
way round! The producer gained 
confidence from YAMATO's success 
and the show started to feature his 
true love, militarism; the sf element 
gradually faded away, and so | said 
‘Arrivederci’ with YAMATO 2. 


I pursued my interest in sf and went 
on with MEGAZONE 23, MACROSS, 
and LEGEND OF GALACTIC 
HEROES. It's hard to get an original 
story funded today in Japan, but I 
have a few ideas and l'm trying to 
get them animated. The wave of US 
movies that hit Japan a few years 
back and influenced anime is com- 
ing back now in the form of an 
anime influence on US movies; in 
turn this will feed back to influence 
Japanese kids, and maybe some- 
thing else from Japan will surprise 
your kids in 20 years! Until | was 
eighteen, | believed absolutely in the 
Land of Makebelieve - Hollywood. 
Back then, | didn't even imagine 
ever coming to the USA, let alone 
speaking to you like this. Hollywood 
gave me my dreams. 


Ishiguro-sensei then answered 
questions from the audience 


A Is there any particular movie or 
director that influenced you? 

A Too many to mention! Thirty or 
forty years ago | was very influ- 
enced by John Ford and Alfred 
Hitchcock - | could go on naming 
directors and movies for ever! 


Q What are your views on comput- 
ers in animation? 

A They can be very useful. Right 
now, we are using a system called 
ANIMEL and making a video game; 
we're producing about two and a 
half minutes of footage using 
Haruhiko Mikimoto's charas, which 
I'm directing. 


A This is a very long story for 
another panel! The original idea 
came from Studio Nue, well, it was 
really three ideas in one. Mikimoto 
was then a young animator at 
Artland and had produced some 
beautiful original chara designs; 
when we decided to use his charas, 
the senior animators all resigned! 
So, | decided we'd just make the 
whole show using raw recruits. 
Back then, all these great names 
like Ichiro, Itano, Kawamori and 
Hirano had no track record, so the 
TV producer and TV station just 
relied on my own track record! But 
the TV producer was an sf fan, and 
he had faith in me. That was a 
unigue experience. It would be 
impossible to reproduce it today. 


A Recent sf, like the works of 
William Gibson, | find hard to com- 


prehend! It's difficult to find time to 


keep up with reading, and | find 
that my interests are shifting more 
towards non-fiction. 


A Back then, there wasn't the con- 
cept that YAMATO was to be a new 
kind of show, so it was a trying 
experience to give all the “old hands 
a new vision. At the time | was only 
trying to make something entertain- 
ing; | couldn only say | had a “new 
vision’ in retrospect. Anyway, if the 
story is entertaining, it doesn't mat- 
ter if it's old-Fashioned or new. 


A In terms of boldness, there are 
lots of talented animators who 
could do killer animation; but 
because of the level of scrutiny 
things get today, animation has to 
be really meticulous, and that can 
restrict boldness. As for a secret 
project, of course | have one! It's 
already 10 years old but it would 
make a great feature. In Japan 
today it's impossible to get an origi- 
nal idea produced - but in the 
American market it might be possi- 
ble. If you have any ideas, please let 
me know! 


Thanks to Anime Expo 
for the listing of 
Ishiguro-san's work in 
their Press Kit 
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JONATHAN 
CLEMENTS 


looks at 


some of 
Demon 
Records’ 
anime CD 
releases 


With notable exceptions, film 
music normally falls into one 
of two categories. The first is 
that of tunes owned by the 
distributors, stuck on to 
squeeze enough material onto 
a cash-in soundtrack album. 
Thus the need for a scene in a 
disco, or a radio that gets 
switched off after three sec- 
onds. In anime this normally 
manifests itself as the opening 
and ending themes, which bear 
little relation to the show 
itself, but might help garner a 
little extra publicity if they 
chart. The other category is 
the truly ‘incidental’, com- 
posed around available visuals 
rather than stuck on top of 
them. This leads to short, dis- 
parate bursts of music from a 
composer who knows his 

. efforts will go unappreciated. 
Luckily for us, the Demon 
range of anime CDs seems 
lacking in both the soundtrack 
sins, and their lead titles rep- 
resent a strong beginning. 


AKIRA ORIGINAL SOUNDTRACK 
Composed & conducted by Shoji 
Yamashiro. PSCD7 

There's little to say about the Akira 
soundtrack that hasn't already been 
said. From the lowliest Fanzine to 
the hallowed heights of Sight & 
Sound or Empire, the score has 
been praised as a fitting comple- 
ment to the state-of-the-art anima- 
tion. Operatic and Noh choirs com- 
bine with traditional Japanese 
instruments and electric guitars in 
what has come to be known as a 
post-rock soundtrack. Amidst it all 


are soundbites from the film, and 
one or two complete battle scenes 
complete with grunts and screams. 
Great fun for anime fans, and guar- 
anteed to annoy the neighbours if 
you turn it up to eleven. 

Only the English-language credits 
and the artwork separate this from 
the Japanese version that has been 
available on import in specialist 
shops for many years. The most 
important difference is in the pric- 
ing, the import was well worth the 
£25 price, but now it’s on offer for 
less than half that. Hopefully sales 
will be impressive enough to war- 
rant a much larger portfolio of 
releases from Demon Records; 
there are innumerable anime tie-in 
CDs, and with some great potential. 
It would be particuarly impressive to 
see Demon releasing cut-price CDs 
of non-MEL anime, such as 
Urotsukidoji or Hummingbirds, or 
perhaps even a compilation album 
of some of the best theme tunes, 
but only time, and sales, will tell. | 
suspect the chances are rather slim, 


«because even the sleeve notes 


reflect a disappointingly partisan 


VARIATIONS 
ON A THEME 


stance, not only leaping backwards 
through hoops in order to avoid 
mentioning the word ‘anime’, but 
also implying that Manga 
Entertainment produced the cartoon 
themselves. 


Composed & conducted by EE 
Yamashiro DSCD6 


For those confused by the apparent 
availability of two original sound- 
tracks, this is the one known in 
-Japan as Akira Symphonic. This 


replays Shoji Yamashiro's excellent 
score, without the voices and sound 
effects. Akira is thoroughly deserv- 
ing of these two variants on the 
original soundtrack, since in my 
experience, those who buy the 
'symphonic' version express an 
interest in hearing the soundbites 
too, while those who buy the 
'soundbite' version end up wishing 
they could also own a copy of the 
music in its unadulterated form. 
Instead of only four mega-tracks, 
the 'symphonic' version has ten 
smaller ones, which make it a lot 
easier for listeners to home in on 
their particular favourites. Equally 
as good as the ‘original sountrack’ 
for completely different reasons, | 
cannot recommend either one over 
the other. It's all a matter of per- 
sonal taste, and if you were moved 
to buy them both, you wouldn't be 
the first! 
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MEGAZONE 23 Ill 
Various Artists DSCD9 


This contains the incidental music 
from the MEL release of the same 
name, and as such is nothing much 
to write home about. However, 
Megazone 23 has an extremely 
important distinguishing feature: a 
whopping 12-minute 'side story' in 
the original Japanese. This is possi- 
bly a little disappointing for non- 
linguists, since there is little chance 
of them ever finding out what is 
going on in the soundbites, so the 
absence of some form of explana- 
tion in the sleeve notes is a little 
annoying. For any of the die-hard 
dubbers who concede that the voice 
acting in Akira is rather good, there 
is a surprise in the cast list, which 
reveals that the voice actors for 
Akira's Kaneda, Tetsuo and Kaori all 
had roles in the original Megazone, 
although they were replaced with 
MEL's dub squad in the British ver- 
sion. Along with their plans to 
release some anime in subbed ver- 
sions, this could be a watershed 
decision for MEL, and do their repu- 
tation a lot of good in fan circles. 
But where are the liner notes? 
Twelve minutes of Japanese chatter 
isn't going to mean much to 99.9% 
of the Mangatykes, and it would be 
a bitter irony if MEL's beer-and- 
curry market felt conned by pur- 
chasing what is actually an extreme- 
ly faithful reproduction of the origi- 
nal. 


CYBER CITY OEDO 808 
Composed, Performed, Recorded & 
Produced by Rory McFarlane 


A similar style to the Akira CD, mix- 
ing soundbites in with the sound- 
track, this represents another new 
direction for MEL. Many of their 
staff were apprenticed in the music 
business, and this project seems to 
have given them the chance to 
remember the good old days. There 
is a disappointment in the Cyber 
City release, but it is informational 
rather than gualitative. The sleeve 
notes proudly proclaim that this is 
the ‘original soundtrack’, and while 
it may be the original soundtrack of 
the UK release, it bears little resem- 
blance to the Japanese version. 
Instead it consists of new material 
written by Rory McFarlane. 


McFarlane’s bombastic rock riffs are 
the same kind of thing we've heard 
in MEL releases of Guyver, Legend 
of the 4 Kings and Tank Police, but 
Cyber City reveals a new side to 
him. Some of the tracks are rather 
good, and compare guite favourably 
with the Japanese originals. Perhaps 
“the best example is the closing 
elegy, which reprises the opening 
titles, but on a guiet, tasteful piano. 
In other tracks McFarlane moves 
from ambient to metal and back 
again, and the CD has been knitted 
into a coherent whole by former 
mixmaster Laurence Guinness, now 
Head of Production at MEL. 
McFarlane is clearly very talented, 
but when all a client demands from 
an artist is heavy metal elevator 
music, that's all they'll get. If you 
liked the music in the UK version of 
Cyber City, then this is for you. 


The ongoing controversy about 
MEL's policy towards their source 
material has, unfortunately, moved 
attention away from the music 
itself, and concentrates instead on 

. where it is put. | went and listened 
to the original (ie. Japanese) sound- 
track and found it rather naff in an 
80s session-musician kind of way. 
But then again, McFarlane's opening 
theme, with the silly voice gargling 
the titles, is only 'better' in that it 
sounds more like the work of a 90s 
session musician. The question is, if 
you rewrite the soundtrack, does it 
count as a 'translation', or are you 
committing an unforgiveable error? 
Dubbing companies replace the 
voice track, and indeed, AnimEigo 


even replaced the effects track on 
one of their releases. Would anyone 
have really minded if the embarrass- 
ing Please Please Kiss Kiss had been 
dropped from the Tokyo Babylon 
soundtrack and replaced with some- 
thing a little more tolerable? | per- 
sonally would like to see the 
Japanese soundtracks as untouched 


-as possible, but | also concede that 


with the release of these titles, MEL 
have helped encourage a business 
line in CDs, and that that in itself 
will increase my chances of being 
able to buy, and hear more of the 
Japanese originals. Although | may 
not like Cyber City very much, its 
release also suggests that MEL will 
be releasing some 'genuine origi- 
nals' too, such as the final CD for 
review this month. 


MACROSS PLUS 
Composed & Arranged by Yoko 
Kanno DSCD12 


Fans should remember that this 
does not equate with the Sharon 
Apple Cream Puff album, which 
means a couple of the tracks you 
might expect are not present. 
Perhaps the most noticeable 
absence from this OST is the eerie 
Ah Sai En used in the teaser ads at 
the close of each episode, but plen- 
ty still remains to keep fans happy. 
Voices crops up all over Macross 
Plus. Yoko Kanno sings it unaccom- 
panied in the opening scene, a piano 
reprises it before segueing into 
Myung's Theme, and even Ah Sai En 
sounds like a very alien, yet still 
recognisable variation on the origi- 
nal melody. It is a truly beautiful 
song, and the chance to see the 
Japanese lyric sheet with the CD 
throws new light on the rhyming 
translation used in the MEL release. 
At first glance, the English lyrics 
might appear to be rather free and 
easy with the original song, but 
Raymond Garcia, who worked mira- 
cles on Ninja Scroll and Orguss 02. 
has once again pulled an impossible 
translation out of his hat. In the 
original Japanese, Voices is a 'count- 
ing-song', almost a nursery rhyme 
with an overall meaning that builds 
itself in steps with each numbered 
verse. But only the first verse 
appears at the opening of episode 
one, so rather than translate it 
faithfully and leave it virtually mean- 
ingless, Garcia has 'versioned' a 
song that captures the spirit of the 


whole, encapsulated 
into a single stanza. 
Except for the 
Akira sound- 
tracks, besides 
which almost 
anything 
would com- 
pare 
unfavourably, 
the Macross 
Plus sound- 
track has to be 
the best buy in 
the current 
Demon line. 


So, all in all, a mixed 
bag, but one which con- 
tains some striking surpris- 
es. The Akira soundtracks 
are both bargains, and 
both Macross Plus and 
Megazone 23 are 
groundbreaking 

releases insofar as 

they reproduce the 
Japanese originals. 

Cyber City Oedo, in 
trying to reproduce 

the effects of the 

Akira soundtrack, 
without the compo- 
nents to match it, is 
something of a disap- 
pointment, but you can't 
have everything. Let's hope 
that these are but the first in 

a long line of anime tie-ins, but 
also for a few general 
improvements in pre- 
sentation. Let's 
have liner notes 
for the 
Japanese 
tracks, a few 
non-MEL 

titles, and 

a bit more 
honesty 

over 

exactly 

what we're 
buying and 
no-one will 
complain. 
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All the CD's feature punchy picture 
discs except MACROSS PLUS which 
sadly opts for a rather dull typo- 
graphical approach. 
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THE SENIOR CREATIVE TEAM 


MASAMUNE SHIROW, manga 
creator. He was born on November 
23rd, 1961, in Kobe, where he still 
lives. He started out as a dojinshi 
artist and his first work, BLACK 
MAGIC M-66, appeared while he 
was teaching in high school. He 
made his professional debut with 
APPLESEED in 1985; in 1987 he 
entered the anime world when he 
directed and wrote the screenplay 
for an OAV loosely based on BLACK 
MAGIC M-66. His other manga 
include DOMINION and ORION. 
DOMINION and APPLESEED have 
also appeared in anime form, 
though their creator was not direct- 
ly involved with these projects. 
Shirow's manga is known in the 
West through several excellent 
translations into English, Italian and 
French. 


MAMORU OSHII, director and 
storyboards. Born on August 8th 
1951 in Tokyo, he has worked with 
such distinguished production hous- 
es as Tatsunoko and Studio Pierrot, 
making his directorial debut in 1983 


with URUSEI YATSURA - ONLY YOU. 


His vast range of work includes the 
UY TV series (1981-86), the UY 
movies ONLY YOU and BEAUTIFUL 
DREAMER (1984), and the first six 
PATLABOR OAVs (1988) and both 
movies (1989 and 1993). 


KAZUNORI ITO, screenplay. This 
distinguished screenwriter was born 


on December 24th 1954 in Tokyo. 
He too made his debut on the UY 
TV series, and his other work 
includes MAGICAL ANGEL CREAMY 
MAMI., episodes 1-8 of MAISON 
IKKOKU, the first six PATLABOR 
OAVs and both PATLABOR films. 
His most recent work apart from 
GHOST IN THE SHELL was HIROHI- 
TO GAMERA (1995). 


TOSHIHIKO NISHIKUBO, anime 
director. He was born in Tokyo on 
January 15th 1953 and has worked 
on shows ranging from CHRONICLE 
OF HEAVENLY SPHERE SHURATO 
and RED PHOTON ZILLION to 
VIDEO GIRL AI and CAMPUS 
GARDRESS. His talents also extend 
in other directions; he shared a joint 
directing credit with Oshii on PAT- 
LABOR 2 THE MOVIE. 


HIROYUKI OKIURA, chara design 
& key animator. An Osaka man, 
born on October 18th 1966, he 
worked on the preliminary sketches 
for AKIRA before graduating to 
become character designer on the 
1989 film RUN, MELOS! After 
working with Otomo again on pre- 
liminary drawings for ROUJIN Z, he 
was dragged into Nishikubo's crew 
for the ZILLION series as key anima- 
tor. At present he's doing prelimi- 
nary sketch work for Otomo's 
MEMORIES. 


KAZUCHIKA KISE, key animator 
Also born in Osaka on August 6th 
1965, he has worked on many TV 
series, but his theatrical debut was 
on PATLABOR THE MOVIE. His 
other credits include WEATHERING 
CONTINENT and HEROIC LEGEND 
OF ARSLAN 1 & 2. He worked with 
Oshii on PATLABOR 2 THE MOVIE, 
and his most recent TV work was as 
chara designer and key animator on 
BLUE SEED. 


KENJI KAWAI, music. Born on 
April 23rd 1957, his musical career 
has included the score for DEVIL- 
MAN THE BIRTH (1987), PATLA- 
BOR 0۸۷5 1-6, PATLABOR 2 THE 


MOVIE and SD GUNDAM OAV 
episodes. One of his biggest hits 
was the IRRESPONSIBLE CAPTAIN 
TYLER OAV score, in 1993; his most 
recent work is the music for the 
1995 TV series BLUE SEED. 


Many other distinguished talents 
have contributed to GHOST IN THE 
SHELL, among them renowned 
mecha designer Shoji Kawamori and 
gun adviser Kikuo lrimoto. He has 
worked on TV shows and live action 
films like VIOLENT COP and 
SONATINE, and it's his job to make 
sure the animators and director get 
the portrayal and use of guns in the 
film dead right. 


CAST & THEIR CHARACTERS 


ATSUKO TANAKA - Major 
Motoko Kusanagi. She was born 
on November 14th 1962 and has 
taken part in the dubbing of many 
foreign language movies. Her roles 
have included Annette in PATRIOT 
GAMES and Karen in UNLAWFUL 
ENTRY. She also played a leading 
role, again named Karen, in the 
LUPIN III TV special ORDER TO 
ASSASINATE LUPIN. Kusanagi, the 
leader of the Shell platoon, is a 
tough cop with a brain as sharp as 
her cyborg body is sleek; sometimes 
described as a bitch, she's a very 
powerful woman. 


AKIO OTSUKA - Batou. Born on 
November 24th 1959, his distin- 
guished dubbing career has included 
the role of Rhett Butler in the 
Japanese release of GONE WITH 
THE WIND. In the anime field he 
played Nemo in the TV series 
SECRET OF BLUE WATER (aka 
NADIA OF THE MYSTERIOUS SEAS) 
and Papa in THE MOOMINS; he also 
voiced Osamu Tezuka's medical 
antihero in BLACK JACK. His charac- 
ter, Batou, is Kusanagi's second-in- 
command and a real tough guy, but 
inside that hard-boiled exterior 
there's a soft heart. 


IEMASA KAYUMI - Puppet 
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Master. The voice of this “virtual 
angel’ was born on October 31st. 
He's no Stranger to anime, having 
played roles ranging from Lepka in 
FUTURE BOY CONAN to Rebero in 
LEGEND OF GALACTIC HEROES and 
Kurotawa in NAUSICAA OF THE 
VALLEY OF THE WIND. The Puppet 
Master is the world's#1 computer 
criminal,& the true identity of this 
superhacker is unknown. Even his 
age & sex are mysteries; the only 
certain fact is that his home country 
was America. 


TAMIO OHKI - Aramaki. He was 
born on January 2nd, 1928, and 
among his live action work is the 
Japanese voice of the Commander in 
POLICE ACADEMY. In the anime 
field he played Wort in RECORD OF 
LODOSS WAR, Robos in LEGEND 
OF GALACTIC HEROES, and Aroa's 
father in the TV series A DOG OF 
FLANDERS. Aramaki works in 
Division 9 and is described as 'a 
loyal worker for the Shell group and 
a kind of father figure to them'. He 
is trusted and respected by all the 
team members. 


YUTAKA NAKANO - Ishikawa. 
Born on January 10th 1951, his 
dubbing work has mainly been in 
the live-action field and has included 
TERMINATOR 2, DARKMAN and 
ROBOCOP 3. Ishikawa is the strong, 
silent member of the Shell team, a 
bit of a lone wolf. If he has a vanity, 
it's his beard , which girls find really 
cute. 


KOICHI YAMADERA - Togusa. 
The seiyuu born on June 17th 1961 
is famous in Japan as Marty McFly 
in BACK TO THE FUTURE. He's also 
been associated with Disney, playing 
the voice of Donald Duck in the TV 
series DISNEY WORKS and the 
Beast in the theatrical release of 
BEAUTY AND THE BEATS. Togusa 
may possibly be a Japanese 
American, but this is never gone 
into in depth in the story. He has 
extensive cyberparts and is 
described as being 'computerised'. 
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PETER EVANS of 
Sakura Studio was at 
the afureco* for 
GHOST IN THE SHELL 


*An "afureco" (after recording) 
event is often held for major titles; 
these can be invitation - only affairs 
for the Press or open to the public 
by ticket. Some feature games and 
songs, but all have interviews and 
appearances by cast and crew mem- 
bers 


uly 28, 1995 was the first day 

I the after recording for the 
movie KOUKAKU KIDOUTAI (Ghost 
in the Shell). Since this is going to 
be an 80 minute movie with Dolby 
sound, the recording took three 
days. The press interview with 
director Mamoru Oshii and the 
major voice actors took place on the 
first day at Mit Studio, Tammachi. 
Mit Studio is not a normal after 
recording studio, it's a studio for 
recording music. However, the 
movie staff wanted to use digital 
equipment not normally used for 

animation voices on the voicetrack. 


. The major voice actors are : 


MOTOKO KUSANAGI Atsuko Tanaka 


BATOU Akio Otsuka 
PUPPET MASTER  lemasa Kayumi 
ARAMAKI Tamio Ohki 
ISHIKAWA Yutaka Nakano 
TOGUSA Kouichi Yamadera 


(He wasn't present at the interview.) 


Most of these voice actors mainly 
do dubs of foreign movies, instead 
of animation. 


THE QUESTIONS 


Q Was there any difficulty for 
the casting for this movie? 


Oshii | wanted ‘new voices’ for 
my main characters; yet | also want- 
ed veterans, to make the movie 
good. | listed to many voices, 
including those of non-seiyuu, but I 
quickly decided on Atsuko Tanaka. 
This is the first time l've worked 
with her. 


The hardest decision of all was the 
Puppet Master's voice. Since the 
Puppet Master doesn't have a 'body' 
as such, his voice must have the 
power of existence. It must be the 
voice of a god, and a devil. This is 
the first time l've worked with 
lemasa Kayumi too. 


Q Any comments going into 
the recording? 


Tanaka It has been over half a 
year since the audition. | had built 
up an image of the character, and 
when | saw the anime pictures for 
the first time yesterday, | also 
talked to the director about the 
character. It was very different from 
what | had imagined! 


Kayumi | thought this year was 
going to be a simple year doing my 
regular work. Then this thing pops 


up! My character is like a god-devil. 
There is no body. This is hard to do! 
| had no idea what to do. | came to 
the studio and talked to various 
people, and I'm getting it now. I’m 
feeling a lot of pressure. 


Otsuka This [job] isn't going to 
be for others. This is a challenge for 
me, to see how | can get myself 
into the “Oshii world”. 


Ohki | just saw my character 
moving once, so | have to study the 
script and the tape some more. But 
it is matching the image that | had. | 
think | can do it. 


Nakano This is the first time 
that I've done animation. | have 
done lots of movies and stage plays. 
| received the sketches and the 
script, | read the script, and it was 
very difficult. | saw the pictures 
today, and | finally understand what 
| have to do. 


A This anime is aimed at the 
world-wide market instead of 
just Japan. Is there anything 

different that you have to do? 


Oshii With the characters and 
story, we are not doing anything 
different. When the dialogue 
becomes English, I'm worried about 
losing nuances. But l'Il work with 
the English director and try to make 
it as good as possible. For the other 
parts, I'm not doing anything differ- 
ent for a world-wide release. There 
is going to be an English mix, so in 
that sense we are working twice as 
much. The voices will be taken 
[recorded] here, and we will send it 
over. We want to do it as close as 
possible to the voices here. 


A There is a lot of digital 


processing being used in this 


movie. Can you tell us any- 


Centre back row: IEMASA KAYUMI - Puppet Master Middle Four front row (Left to right): 
TAMIO OHKI - Aramaki, AKIO OTSUKA - Batou, ATSUKO TANAKA - Kusanagi Motoko, 
YUTAKA NAKANO - Ishikawa, together with other cast members 
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thing about it? 


Oshii This is not an after record- 
ing studio, it's a music studio. More 
than half of the conversation is not 
normal. It takes place inside the 
body, and such. We are doing hard 
disk recording and digitizing the 
sound as it is being recorded. | think 
it's the first time this has been done 
in animation. 


A [To lemasa Kayumi) Do 
you have to act any differently 
knowing that there will be a 
lot of high technology pro- 
cessing done to your voice? 


Kayumi They may do a lot of 
processing, but | don't think they 
will change the voice so much that 
it will be too different. In any case, 
with so much mecha and sound 
effects involved, we will have to do 
the voices as well as possible so our 
voices don't get lost! so | am not 
thinking about those parts so much; 
| just want to do it in the usual way. 


Oshii we will do a lot of process- 
ing, but it will not be like filters and 
such to change the voices. Right 
now, I'm thinking about adding 
effects that will be heard when lis- 
tening with headphones. 


The GHOST IN THE SHELL movie 
premiered at the Tokyo Fantastic 
Film Festival on 23rd September, 
along with the movie edit of 
MACROSS PLUS 


Pictures ©Bandai Visual. Photos © 
Peter Evans/Sakura Studio. 


Translation by Hitoshi Doi. 
English text © Sakura Studio, 
August 1995 


Star: ATSUKO TANAKA and Director: 
MAMORU OSHII 


| in English, and other editions ` — 
include German, Tagalog and 
— o The manga has also x 
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father and brother struggle past 
them pushing a cart, trying to earn 
enough money to buy a little of the 
increasingly scarce food supply. The 
Nakaoka family is lovingly por- 
trayed, and it's easy to see where . 
Gen gets his courage, cheefulness 
and indomidable spirit. The chil- = 
drens’ resilience is what makes the 
film an ultimately cheering and 
rewarding experience. 


The horrors of that time are there 

too; the human reactions of selfish- 

ness, fear, sgueamishness, greed, 

and madness march with the physi- 

cal horror of maggot-infested 

wounds, starvation, melting flesh - 

and rotting corpses. There's more ` 

than enough torture and terror to 

compete with any tentacle fantasy 

so far released in the West, with the ing, howeve x 
added awfulness thatallofthis ٩ odds to 


Gen’s motherr struggles to free her trapped family 


: _ “THE PEOPLE LOOK LIKE MONSTERS!” 


Syd ی‎ 


Hope reborn: At the end of the film, 
Gen keeps his promise to his dead 
brother and launches the toy boat he 
made for him 


y lose the struggle. The corn that 

wing in the fields at the begin- 

_ ning of the film, and burns like 
everything else when the blast hits, 

- has sent its seed into the ground ` 

and springs again the next year. The = 

hildren who saw people melting in 

- the streets, their parents dying in 

- burning houses, the river black with 

| human skin, lived through it = 

۱0 built a new country. Japan has 

survived, not just as one of the 

world's great economic powers but 

. as an Asian state striving to bridge 

a the once yawning gap between East ` 

. and West. 


Orion Home Video/Streamline 
Pictures, 91423-TS, 80 mins, 
unrated, English dubbed. 


Director: 
Mamoru Shinzaki 
Original Story, Producer, and Script: 
Keiji Nakazawa 
Chara design & drawing Director: 
Kazuo Tomisawa 
Art Director: 
Kazuo Ogo 
Director of Photography: 
Kenichi Ishikawa 
Music: 
Kentaro Hada 
, Production co-operation: 
سے‎ F. Madhouse 
T 3 f English language version adapted, 
directed and produced by 
Carl Macek; story editor 
Fred Patten. 


nkind got lucky. 1945 was not, 

after all, the end of the world; but 

. once the nuclear demon was out of ` 

. its box, it couldn't be stuffed back 

inside. And if the one small bomb 

dropped on Hiroshima could do 

everything reported in eyewitness 

. accounts, what could today's 

. weapons ‘achieve’? Artists like 

. Nakazawa and humanists like the ` 

Project Gen volunteers have been 

. struggling for decades to convince 

_ the world that there must be no 

— Hiroshimas. The release of 

. this film in the West marks another 

small step down the road to under- 

tanding the realities of nuclear 

var. It deserves a wider western 

release, right across Europe and 

Scandinavia as well as the USA and 
Canada, but at least those with 

. access to an NTSC playback vcr can 

. now see one of the most poignant 

. accounts of a terrible chapter in our ` 

history. E 


Based on the manga 
BAREFOOT GEN by 
Keiji Nakazawa, 
first published 1973 
onwards in Shonen Jump 
magazine and various other 
publications. 


Excerpts from BAREFOOT GEN 
(translated by PROJECT GEN) 
taken from Frederik L. Schodt's 
MANGA! MANGA! published by 
Kodansha 
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CHRIS K. JACKMAN 


BACKGROUND 


‘ONCE UPON A TIME’ is an 
American, English language, version 
of a 1986 Japanese OVA called 
WINDARIA directed by Kunohiko 
Yuyama. 


The story involves three distinct 
human civilisations. King Draco rules 
a corrupt and polluted industrial 
region known as the Shadowlands, 
situated in a gloomy mountain- 
range. By comparison the land of 
Lunaria is a peaceful and pleasant 
coastal market town ruled by a 
stern Queen whose daughter, 
Veronica, is more concerned with a 
relationship with King Draco’s son 
Roland than the politics of her 
country. Situated between these 
two powerful lands is the peaceful 
valley farming community of 
Wandaerea. A huge tree, known as 
the ‘Tree of Life’, acts as a source 
of spiritual fulfilment and meeting 
place for important Valley affairs. 
Among the inhabitants are the ath- 
letic Alan and his charming wife 
Marie who make a living by selling 
vegetables at the market in Lunaria. 


Lunaria lies on the shores of a great 
lake and controls the flow of water, 
with huge flood gates and aque- 
ducts, which runs into a river sup- 
plying water to Wandaerea and ulti- 
mately the Shadowlands. The Shad- 
owlands and Lunaria had signed a 
treaty promising not to invade one 
another's land, but King Draco is 
becoming restless since the Lunar- 
ians have begun restricting the sup- 
ply of water. Between Wandaerea 
and the Shadowlands the river runs 
through a dark foreboding forest 
known as The Haunted Woods. It is 
home to horrific phantoms that 
reflect and prey on the dark side of 
travellers' hearts. However, Roland 
and Veronica send frequent secret 
messages via carrier pigeon and 
meet in the Haunted Woods. 


An enormous silver ‘spacecraft’ 
known as the ghost-ship patrols 
the land, collecting the spirits of the 
dead who fly to it in the form of 
glowing red Swallow birds. 
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MAIN CHARACTERS 


ALAN 

A blond haired athletic young valley 
farmer who unintentionally gets 
caught up in the war in his efforts 
to protect his home of Wandaerea. 


MARIE 

Alan's auburn haired, loving, wife. 
Has a small pet squirrel called 
Chipper. She is honest and faithful. 


KING DRACO 

The once powerful King of the 
Shadowlands, which is now a pollut- 
ed industrial nightmare. His people 
are discontented. Although his army 
is well eguipped with guns and 
tanks, his soldiers are a drunken, 
inept rabble. 


PRINCE ROLAND 

The dashing, raven haired Prince of 
the Shadowlands, he is dominated 
by his father to become commander 
of the Royal army. He would rather 
spend his time with Princess 
Veronica. 


QUEEN OF LUNARIA 

A stern ruler, whose country has 
never been to war. Her soldiers 
have high morale, but lack the 
sophisticated weapons of the 
Shadowlands. 


PRINCESS VERONICA 

The beautiful, dark haired Princess 
of Lunaria and Roland's lover. She is 
very strong willed and unconcerned 
with the politics of her country. 


KAILEF 
The aging and sleepy Lunarian sea- 
gate keeper 


JULIETTE 

A Wandaerean villager who lives in 

limbo, wandering the land, wanting 
to die but unable to do so until she 
is reunited with her love, who left 

and never returned. 


SYNOPSIS 


It is a bright and sunny day. Marie 
and Alan take a small cart of 
vegetables to sell in Lunaria. As Alan 
is enthusiastically selling his produce 
Princess Veronica is seen running on 
the walls above the marketplace - 
about to swim in the lake. The peo- 
ple remark on her beauty. A nervous 
Shadowlands spy sneaks past the 
sleeping floodgate keeper, Kailef, 
and opens the huge flood gates in 
an attempt to increase the supply of 
water to the Shadowlands. In his 
haste the gates are opened to wide, 
causing a raging torrent of water 
that begins to flood the marke- 
place. 


Alan sees his chance to avoid disas- 
ter and manages to close the gates. 
As the bumbling spy makes his 
escape on the city walls Princess 
Veronica tackles him, and he is 
taken before the Queen of Lunaria. 
Her ministers are sure that the Sha- 


ALAN (ISU) 


MARIE & CHIPPER ( MARLIN & POLIPOLI) 


PRINCESS VERONICA ( AHANAS) 


PRINCE ROLAND ( JILL) 


QUEEN OF LUNARIA ( GUINEVERE) 


KAILEF ( PIRALU) 


1 


JULIETTE / JANNA ( DRUID) 


dowlanders intend to invade Lunaria 
and advise the preparation of an 
army. The Oueen begins to worry 
about the conseguences of her 
daughters rumoured relationship 
with King Draco's son. 


The spy is sent back to King Draco 
with a message that the flow of 
water from Lunaria will be stopped 
until a payment is received. 
Outraged, Draco prepares for an 
invasion of Lunaria. 


Roland and Veronica meet secretly 
in the Haunted Wood where they 
promise not to take part in any 
invasion. 


The villagers of Wandaerea gather 
under the Tree of Life to discuss the 
defence of their valley in the event 
of war. As Alan and Marie return 
home Alan notices a man signalling 
to him with a light on a nearby hill. 
Marie continues home alone after 
Alan makes an excuse to investigate 
the mysterious character. The man 
introduces himself as an envoy from 
King Draco, saying that he had 
heard of how Alan had saved 
Lunaria from flooding and asks him 
to become a neutral messenger 
between Lunaria and the 
Shadowlands. Alan agrees and is 
given a "hover-bike' for that pur- 
pose. 


Returning home on his newly 
acguired toy, Alan explains to Marie 
that he must leave for the 
Shadowlands that night to see the 
King. Saddened at his departure 
Marie gives her love a knife for pro- 
tection and vows to wait for his 
return. Alan promises he will return 
as soon as possible. 


Lunaria prepares its soldiers for a 
surprise attack on the Shadowlands. 
Veronica tells her mother that she 
wants to marry Roland in order to 
unite the two nations and avoid 
war, but the Oueen will not be 
swayed from her current course of 
action. A Lunarian ‘battle balloon’ 
clashes with Shadowland aircraft 
just outside Wandaerea. The vil- 
lagers of Wandaerea leave the valley 
to avoid the fighting that will soon 
occur. Only Marie remains to wait 
for Alan’s return. 


A lone surviving Shadowland plane 
returns from the recent skirmish to 
inform King Draco that Lunaria is 
prepared for combat. Roland tries in 
vain to convince his father to stop 
the war. In a fit of anger the King 
draws a knife. He struggles with his 
son, calling him a traitor if he will 
not lead an invasion force. Draco is 
accidentally killed by his own knife. 
As a result Roland is forced, as heir 
to the throne, to swear an oath to 
lead his country into war. 


Veronica is shocked to learn that 
Roland has broken his promise not 
to fight and is leading an army to 
attack her homeland. She decides to 


command the Lunarian army herself 
after her mother falls ill. 


By now Alan has entered the 
Shadowland palace and is promised . 
riches if he undertakes a mission to 
flood Lunaria that will save his 
home of Wandaerea from destruc- 
tion during the battle. 


Foland leads his nervous men 
through the Haunted Woods. As 
they emerge in Wandaerea they 

- confront the Lunarian army and the 
battle begins. 


Alan arrives in Lunaria to find the ` 
city almost deserted. Hurrying to - 
the gatehouse he tells Kailef that he 
is needed to fight and that he will 
guard the gates in his place. With | 
the gatekeeper gone and the 
Lunarian army far away in ` 


J.A Wandaerea, there is nothing to pre- Julie 
. vent Alan from completinghis 


treacherous mission to flood. 


appalling result of his mission chills | 


him. Running in a blind panic, Alan - 


finally reaches his partially = 
destroyed house and is surprised to 
find Marie waiting. Overjoyed at his 
arrival Marie thanks Alan for keep- - 
ing his promise to return. Ashamed 
at his recent undisclosed actions - 
Alan promises he will not leave ` 
Marie again. As they embrace the 


heard. Tragically, Marie had been ` 
killed in the battle of Wandaerea - 
| p bound by 


Lunaria. Alan raises the flood gates pt 


— . which release the full force of the ` 
lake upon the city; its buildings and . 
walls begin to crumble and collapse. _ 
The Lunarian citizens gather on the ` 


steps of the Palace. With no way to 
escape the rapidly rising water they 
can only look in horror at the 
destruction of their beautiful city 


and the fate that will soon befall 22] 


them. 


In Wandaerea the bloody battle con- 
-tinues, but with an apparent lack of 
tactics the fighting dissolves into - 


.. every man for himself. A cannon ` — Ç 
Shell falls way off its intended tar- 
get and hits Marie’ 5 house as 5 she i is 


preying: 


On the battlefield Veronica alalis : 
sight of Roland. She fires her pistol, 4 


_ Narrowly missing Roland, and sig- 
nals him to meet her, away from . 
the battle, in the Haunted Woods. 


Roland and Veronica stand alone, — x 
oblivious to the carnage of the earli- 


er fighting around them. Both feel 
betrayed by each other's broken ` 
promises not to fight, and realise - 


that they are fighting their parents’ ال‎ 


war through promises made to lead 
their armies. With no future for 
their relationship Veronica takes her 
only course of action. She shoots ` 
Roland, then herself - at last they - 
can be together Forever. 


Alan is given a small castle, and | 


riches, on his return to the | 
‘Shadowlands as payment for his ` 
successful mission. Living a life of _ 
parties and drink, Alan is seduced ` 
by the enchanting Celina. She is told 
to assassinate Alan, who now realis- 
es he had been used by the 


Shadowlands and makes his cape 


back to Wandaerea. 


On the journey to his homeland 
Alan discovers the once majestic city 
of Lunaria now lying in ruins 
beneath the sea. As Alan looks on in 
shock he is startled by a large flock 

x 1 “Soul Birds' that fly from the 
uined du towards him. The 


-enment, and join the 
one must makethe 


life. At this, Juliette m to ene. = 


presumably as penance for the 
- undue lament of her lost love. 
Taking heed of Juliette’s words, 


Alan slowly walks to the great Tree | 


of Life. He lies on one of its huge ` 
roots lonely and crying, but promis- 
es to rebuild the lands he prayed a a 
part in destroying. 


ONCE UPON A TIME 


- CHANGES 


ONCE UPON A TIME is a pmt 
and unigue story concerning the 
tragedy of war and how it affects 


|. those involved, and. includes strong x 


romantic elements. It features 


als — asd 1 
om _ ila se: to 


are still a surprising number OF 


r extremely ond artwork and anima- 


tion, complemented by a rousing - 


x instrumental music score. There are 


many action scenes, but a larger 


. part of the film is concerned with 
relationships between the charac- 


ters. It's heartwarming in parts and 


desperately. sad in others. 


— The English language version has. 
haunting sound of the Ghost-Shipis = 


undergone. many alterations to pre- 
sent it to a juvenile audience, hence 


... the uninspiring title of ONCE UPON 
A TIME. lt also features ampin 


Streamline release. However. there 


graphically violent scenes given its U 
certificate. The film's overall pace 


. has been increased by editing. The ` 


slower pace of the original Japanese 
version creates a more serious tone 
and a sense of intrigue not found in 
ONCE UPON A TIME. This is height- 
ened by the fact that the original 


Story takes place over a period of 


months, whereas the same events in 
ONCE UPON A TIME occur within a 
matter of days. 


The il mm also has 
scenes that show the farming com- 


munity of Wandaerea (Saki) in much 
more detail. If you've only seen the 
English dub you'd be forgiven for 
thinking Alan and Marie where the 
only people who lived or did any 
Farming in Wandaerea. In fact a 
herd of Unicorns are shown residing 
in the surrounding fields too! 
Likewise life in Lunaria (Isa) 5 
revealed more extensively in the 


Japanese version. 
MORALITY 
` Alan of ONCE UPON A TIME is 
. caught up in the events of the war 
and is more naive than his alter ego, 
- Isu, from the original Japanese film. 
_ In the latter case, Isu (Alan) yearned ` 
-tobea valley hero and live the life 
` of the higher classes, although his 
- friends dismiss these as foolish ` 
„_ dreams. When Isu received his ` 
.. `hover-bike` from the Paro 
. (Shadowlands) envoy, he felt privi- 
-leged that he was chosen as a mes- 


ger. Returning to his house Isu 
is Polipoli (Chipper) the squirrel 
ying with a toy. Marlin (Marie) 
| been visited by a representative 
of Isa (Lunaria) who wanted Isu to 

: ht against Paro while 
T e toy was given to 
the representative asa 
ut Isu joined the side who ` 
ed the most valuable bribe - c 
n ONCE UPON A TIME this s 
s lost since Marie says she 
ade the gift for Chipper herself. — 


ed becomes so consuming 


tried to flood Isa before 
(Whereas in ONCE UPON A 
srsion of the story dex 
ndertakes this mission in 


— order to save Wandaerea. j 


du completes: his mission and ` 

| receives payment from Paro. The 
- Queen of Paro, still melancholy ۱ u 
. three months after the death of her — 
- son Jill (Roland), begins to despise 


Isu’ s revelry and agrees to his assas- 
sination. 


x J and Ahanas (Veronica) would 


have wanted nothing more than to 


_ forsake their responsibilities and 
. fiches in order to live the simple but 
. happy life that Isu and Marlin once 

. had. All Marlin needed to be 
` content was the love of Isu, where- 
. as Isu foolishly felt the route to true 


happiness was through money and 
status. 


Another theme of the film concerns 
the consequences of not having 
faith in promises. One of the origi- 
nal Japanese soundtrack songs is 
even titled 'YAKUSOKU' (Promise), 
but has been removed from the 
English dubbed film. Lunaria (Isa) 
and the Shadowlands (Paro) 
promise not to break their peace 
treaty. Roland (Jill) and Veronica 
(Ahanas) promise not to become 


involved in their parents' disputes. 


At the outbreak of war Alan (Isu) 


promises to return a valley hero and 
Marie (Marlin) promises to wait for 
him. Additionally in the Japanese 
version Druid (Juliette), a woman of 
Saki (Wandaerea), had urged her 
love, Banbou, to become the 
Captain of the Ghost Ship as it paid 
more than farming. However as 
captain he had to make a vow 

that he would not see living women 
for ten years - when his period as 
captain ends. As Banbou's term pro- 
gressed Druid missed him terribly 
and urged him to break his promise 
and return to her, but Banbou will 
not. Banbou knew the importance 
of keeping a promise although it ` 
meant the anguish of separation for 
himself and Druid. At the end of the 
film Druid finally understood the ` 
pain Banbou must have also been 
suffering. She turned herself to 
stone, even though there are only 
six months remaining until she 
could at last be reunited with 
Banbou. Seeing this Isu realised the 
heartache he had put Marlin 
through and went to the tree 
Windaria (Tree of Life) filled with 
loneliness and remorse. Here he ` 
made a final promise to become the 
captain of the Ghost-ship, once 
Banbous’ term ended, then live with 
Marlin forever collecting the souls 
of those who had died in the | 
war.This is a bleaker ending when 
compared to that of ONCE UPON A 
TIME. 


In ONCE UPON A TIME Druid is por- 
trayed as two separate characters, 
with all references to Banbou | 
- removed from the story. The first = 
character is Janna who is said to ` 
have 'drunk Shadowlands water and 
was never the same'. Narration 
explains how Shadowlands water is 
toxic and drives people mad! She is, 
however, of little consequence to 
the overall plot. The second charac- 
ter is Juliette whose story is similar 
to Druids. | 


In general | prefer the original 
Japanese film as its story is more 
satisfying. ONCE UPON A TIME has 
many ‘loose ends’ due to alterations 
in the original story-line. This is evi- 
dent in the Juliette/Janna example. 
Furthermore, at the beginning of 
both versions of the film there is a 
scene of a funeral pyre held in 
Wandaerea where the deceased per- 
son’s spirit flies to the Ghost-Ship 
as a ‘soul-bird’. The camera pans 
across the crowd of onlookers, 
among them are Alan and Marie. In 
the original film this is simply a 
funeral for a Saki (Wandaerea) vil- 
lager. However, in ONCE UPON A 
TIME this is Alan’s own funeral and 
his transformation to the Ghost 
Ship as he finally gains ‘enlighten- 
ment’. Then Alan recounts, with 
narration, the story of his life. This 
change in the story is essential for 
the ending of ONCE UPON A TIME, 
even though he and Marie can be 
clearly seen in the crowd of mourn- 
ers. 


JAPANESE 
LANGUAGE 
MERCHANDISE 


"MESSAGE FROM THE MOON’ 
(Tsuki no Koe, Hoshi no Yume) - 
features illustrations of characters 
by Mutsumi Inomata, including 
WINDARIA, LEDA and WEATHERING 
CONTINENT. 117 pages, mostly 
colour (roughly A4 size). A Dragon 
Magazine special from Fujimishobo, 
ISBN: 4-8291-9101-5 0076 2000 

A more literal translation of the title 
is ‘Moon of Voice, Dream of Stars’. 
£21.99 + P&P from the Sheffield 
Space Centre (who also stock a 


large variety of anime merchandise.) 


Send an SSAE for their current cata- 
logue. 


"WINDARIA MEDIAMIX SPECIAL", 
113 pages (approx. half in colour), 
$15 `WINDARIA MOVIE PRO- 
GRAM’, 24 colour pages, $6 Books 
Nippan USA may still stock these 


two books. 


Another book to keep an eye out 


for is the ‘WINDARIA ORIGINAL 
ANIME BEST SERIES FILM COMIC' 


which features the story told with 


pictures of the actual animation 


cels. (A5 size) 


WINDARIA ORIGINAL SOUNDTRACK 


ONGAKU-HEN (CD Music 


Compilation) Victor VDR-1242 
(1986.7.21) 14 tracks, 42:54 A 
good place to try to order this is 
“Laser Perceptions', 1739 Noriega 
Street, San Francisco, CA, 94122, 
USA. 

Arai Akino provided the vocals for 
the two original Japanese WIDARIA 
songs. The track 'Utsukushii Hoshi' 
(Beautiful Star) is so haunting! You 
may like to know that Arai also sang 
on the soundtrack of Katsura 
Masakazu's superb (1992) romantic 
comedy ‘VIDEO GIRL Al . 


The author acknowledges the valu- 
able information provided by: 


WINDARIA SYNOPSIS by Miyako 
Graham (featured in the 1988 
Capricon Anime Program) 
WINDARIA SYNOPSIS by James 
Matsuzaki (featured in The Anime 
Reference Guide. ` 

WINDARIA SCRIPT by Hiroshi Haga 
JAPANESE SEIYUU LIST compiled by 
Hitoshi Doi mov 

ANIME CD CYCLOPEDIA maintained 
by Stephen Pearl 

Fred Patten of Streamline Pictures 


and John Andersen from Maine USA. 
The Sheffield Space Centre for their 
kind assistance. 


STAFF SPEAK! 
by HELEN McCARTHY 


The WINDARIA movie programme 
contains interviews and comments ` 
from the senior staff plus back- 
ground information about the film, 
which took more than a year anda ` 
half to make. It was evidently a 
happy set - art director Tohru 
Katsumata spoke appreciatively of ` 
the many excellent meals the crew 
enjoyed together! x 


Director Kunohiko Yuyama said that = 
the story was ‘combined from an 
essence of fairytales, myths and leg- | 
ends’. In Japan, from the earliest — 
times, it was believed that spirits 
lived in trees, and even though this ` 
is not taken seriously in the modern _ 
world, there are places today - | 
peaceful Buddhist shrines, large 
parks and woodlands - where peo- ` 
ple are able to sense their spiritual 
presence; so this ancient belief is آ‎ 
not altogether forgotten. In creating 
the world known as Windaria, he 
wanted to convey a sense of this 
essential spiritual goodness of the 
plant kingdom. “The Tree of آ‎ — 
Windaria is peaceful, a return to the 
viridian days of rustic existence. We _ 
wanted to get some image of this _ 
glorious mythical scenery in our pro- 
duction, even though the atavistic 
sense of landscape is being lost.” 


Chara designer Mutsumi Inomata 
said “For me, WINDARIA is a the- 
atrical production. When | think that 
the character designs | drew on the . 
settei were magnified and then pro- 
jected in a cinema, it makes me 
more than very happy; but it also 
makes me somewhat uneasy! | had 
to design old and young, male and 
female, all kinds of different charac- 
ters - and not just their physical 
appearance; ‘character’ has more 
than one meaning!” She recalls that 
the flood scenes and the crowd 
scenes gave her particular trouble : 
“I soon got used to doing sketch 
after sketch after sketch, and by the 
time | had finished, |, like all the 
other honourable members of staff, 
was truly, truly exhausted! Now the 
world of Windaria is out of out 
hands and we must stand back and 
let it out into the world ...” 


The powerful, emotive music for the 
film was influenced by such famous 
Western film composers as Francis 
Ray, John Williams and Michel 
Legrand. “The music of a film is vital 
for conveying feelings in the dark- 
ness of the cinema. Film-makers 
and musicians must co-operate to 
create the right mood, and when 
you see a film, you must be filled 
with what you see - the music must 
permeate each moment.” There can 
be no doubt that the music, pic- 
tures and story have combined to 
outstanding effect in WINDARIA. 


ONCE UPON A TIME, @ 1987 
Harmony Gold USA Inc. & Idol Co. 
Ltd. 

(On the MY TV label), 96 mins, cert. 
U 


Unfortunately ONCE UPON A TIME 
has been out of circulation for a few 
years, but it can sometimes be 
found in the children's sections of 
‘bargain basement’ video stores for 
around £2. At this price it is a bar- 
gain not to be missed! Some video 
libraries even rent it. 


EXECUTIVE PRODUCER 
Frank Agrama 
ASSOCIATE PRODUCER 
Jehan Agrama 
DIALOGUE 

Tom Weiner 

DIRECTED 8 WRITTEN BY 
Carl Macek 

POST PRODUCTION 
Intersound Inc. 

POST PRODUCTION EXECUTIVE 
Kent Harrison Hayes 
POST PRODUCTION SUPERVISOR 
Stephen Bradley 
PRODUCTION MANAGER 
Andrea Coppola 

FOLEY 

Ossama Khuluki 

SOUND EFFECTS 

George Bours 

Koriki Matsuura 
Yasuyuki Konno 

MUSIC EDITING 8 FINAL MIX 
George Bours 
ADDITIONAL MUSIC 

Jack Goga 

Randall Rumage 

MUSIC £ SOUND 

Gold Screen Inc. 
PRODUCER 

Ahmed Agrama 


The Harmony Gold / Intersound Inc. 
production team of Carl Macek with 


Jehan and Ahmed Agrama was 
responsible for the American cult 
sci-fi extravaganza ROBOTECH in 
FIS. 
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Ryan O' Flannigan 
Jane Allen 

Bruce Nielsen 
Jeremy Platt 

A. Gregory 

Abe Lesser 
Brittany Harlowe 
Betty Gustafson 
Catherine Lucani 


I honestly think ONCE UPON A 
TIME has guite reasonable voice 
actors who put a lot of feeling into 
their roles. They sound very similar 
to the original Japanese cast, man- 
aging to reproduce the characters 
personalities very well. 


You may be surprised to know that 
RYAN O° FLANNIGAN is also the 
voice behind the baddy `Goldar` in 
the popular, but controversial, 
American live action series ‘MIGHTY 
MORPHIN POWER RANGERS’, 
which is shown now and again on 
ITV - GMTV. Another pair of ONCE 
UPON A TIME voice actors can be 
heard in ROBOTECH. A. GREGORY 
was one of the evil Robotech MAS- 
TERS in Southern Cross and BRIT- 
TANY HARLOWE provided the voice 
for CLAUDIA GRANT in the Macross 
Saga. 


In 1992 Streamline Pictures 
released ONCE UPON A TIME in an 
unrated form with the original title 
WINDARIA. The only notable change 
to the Harmony Gold version is the 
restored nude scene involving 
Princess Veronica. In 1993 


Streamline licensed this version to 
the ‘Best Film & Video Corporation’ 
label of North America,and it has 
just been re-released. : 


For a dubbed NTSC copy of WIN- 
DARIA try BOOKS NIPPAN mail 
order at $29.95; (who also stock 
many more NTSC videos, CDs and 
books.) Contact them at: Books 
Nippan, 605 W.7th St., Los Angeles, 
CA 90017 

email: nippan@netcom.com 


WINDARIA (Legend of Fabulous 
Battle) © 1986 Idol/Kaname 
Productions, 101 mins 


PLANNING & PRODUCTION 
Syuichi Onodera 

DIRECTOR 

Kunohiko Yuyama 

CHARA DESIGN & 
ANIMATION DIRECTOR 
Mutsumi Inomata 

MECHA DESIGN & IMAGE SETTING 
Syohei Ohara 

Takahiro Sumimasu 

MUSIC 

Satoshi Kadukura 

ART DIRECTOR 

Tohru Katsumata 

SOUND EFFECTS 

Katsumi Ito 

ANIMATION 

Kaname Productions 

ANIMATION SUPERVISING PRODUCER 
Keisuke Fujikawa 


Director Kunohiko Yuyama went on 
to make the (1987) comic fantasy 
LEDA - ADVENTURES OF YOHKO. 
Mutsumi Inomata also provides 
beautiful character designs and art 
direction for LEDA. Among 
Mutsumi's other credits are original 
character designs for Kouichi 
Mashita's (1992) dark fantasy THE 


WEATHERING CONTINENT, plus the 
adventure WATT POE. In my opinion 
Mutsumi's WINDARIA chara designs 
are her most stunning though. 


Other anime released in Japan in 
1986 were Hayao Miyazaki's adven- 
ture LAPUTA, Katsuhiko Nishijima's 
comic PROJECT A-KO and the first 
instalment of Hideki Kakinuma's 
space war GALL FORCE - ETERNAL 
STORY. 


(The first Japanese cast, chara name 
is the English interpretation, the 
second is the Japanese Romaji 
translation.) 


TOHRU FURUYA (ISU) starred as 
Seiya from the mystical adventure 
SAINT SEIYA. 


WAKA KANDA (MARLIN) played the 
impatient Bargy, captain of the 
Mars Force “Plasma Shooter' in 
GALL-FORCE: EARTH CHAPTER 
(1991), with NAOKO MATSUI 
(AHANAS) as the heroic Soundy 
Newman of the Earth Force. 


KAZUHIKO INOUE (JILL) played 
equally courageous Sakon from the 
period war, demonic adventure 
YOTODEN. 


HIDEKATSU SHIBATA (KING LANS- 
LO) played Maldora in the CRUSHER 
JOE TEAM. 


ICHIROU NAGAI (PIRALU) - better 
known as the voice of Happosai, the 
pervy knicker stealing letch of 
Rumiko Takahashi's RANMA 1/2. 


A Did you have any art training 
before starting your career? 

A No, nothing formal. Sometimes | 
wish | had had the opportunity to 
have studied art formally. In Japan, 
some of my colleagues are gradu- 
ates of art schools and they have 
learned all the basics properly; so 
maybe | would have benefited. 


Q How long have you been draw- 
ing? 

A As achild | had no brothers and 
sisters, so drawing was my favourite 
pastime. | decided to make a living 
by drawing in my early 20s. 


Q How did you first get involved in 
animation? 

A There was a group of about 10 
college buddies who weren't exactly 
going around to animation produc- 
tion companies, but they were 
going into companies making ani- 
mation. | tagged along with them, 
and that was the start. | started to 
get introduced to people they knew 
in the industry and got some work. 


Q What made you finally decide to 
make a living from your art? 


` HARUHIKO MIKIMOTO 
|  ANIMOGRAPHY ` 


x CHARA DESIGNER | 
. Super Dimensional Fortress Macross 


Macross H 
; 7 
: High Speed Jey آ‎ 
` Megazone 23 (Eve Tokimatsuri) - 
| u Aim for the Top! Gunbi 
Mobile Suit Gundam 
4 Super Dimensional Century Orguss | 
Orguss02 = 
Salamander- 


p MANGA ARTIST — 
—Ç Marionette Session! NewTyi Type e 


5 the Movie (Do You Remember Love?) 


0080 : War in the Pocket 


Above: MACROSS : DO YOU REMEMBER LOVE? 


A Well, even after | got involved in 
animation, | hadn't finally decided 
on doing that; but then | got guite a 
lot of work and dropped out of col- 
lege, so that was how it started. 


A What would you have done if 
you hadn't been an artist? 
A I'd probably be a salaryman! 


A What were you studying when 
you dropped out? 

A | was studying engineering as a 
major, but | dropped out in the sec- 
ond year of college, before | really 
got into further specialisation. 


A Why did you drop out? 

A | was working on animation 
design jobs and my grades were 
dropping. Specifically, if you are an 
engineering major you have to 
attend labs and you can't make up 
for them. Since | wasn’t attending 
labs, my grades started to fall. 


A Well, we were very lucky in hind- 
sight that you did drop out! 

A (laughing) Maybe becoming a 
happy-go-lucky salaryman might 
have been easier! 


A What's your favourite medium to 
paint in? 

A Well, the work | do doesn’t real- 
ly allow me to use this medium, but 
I really like using light watercolours. 
Science fiction and fantasy doesn't 
allow me to work like this, but | 
prefer to use lighter washes of 
colours, like Chinese ink work. 


A /t seems you're doing more 
watercolour work now. Is that 
because it's technically easier than, 
say, magic marker or pen and ink, 
or is it more expressive, or is it that 
you just enjoy it more? 

A Technically, yes, it's somewhat 
easier. However, what is easy tech- 
nically is awkward in other ways - 
when something is simple you have 
to concentrate more because very 
subtle nuances are important in this 
kind of art. So | spend more time 
concentrating on getting it exactly 
right. 


A Are you working on any new 
projects right now? 

A No animation projects at present. 
I have three projects for computer 
games, using animation within the 


games, for several companies. 


A What about manga projects? 

A Yes, I'm working on a manga for 
Kadokawa Shoten. It will be appear- 
ing in SHONEN ACE magazine later 
this year. 


A Do you think the use of anima- 
tion in games will develop further in 
the future? 

A Probably so, yes. 


A How did you get involved in 
doing the demo reel for the Sega 
Saturn? 

A The game company approached 
me. 


A How do you feel about the 
future of anime and games, as they 
relate to each other? 

A | think there'll be more synergy 
- the anime industry and the games 
industry will become closer and 
closer in future. 


Q Monkey Punch has talked about 
the future of manga on the CD-ROM 
format and how it might be possible 
to make CD-ROM comics. Have you 
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Mimsy Lars from SUPER DIMENSION 


CENTURY ORGUSS 


been approached to work on any 
projects like this? 

A Not for manga, but some of my 
illustration collections are coming 
out on CD-ROM. 


A Did you ever think MACROSS 
could remain popular for so long? 
A Well, all of us on the staff back 
then had such high morale and 
enthusiasm that | knew the series 
would be a success in Japan. | 
never expected it to be so popular 
outside the country, though! 


A Are you happy with MACROSS 7 
and how your designs have 
appeared in the anime? 

A On yes. ! think the show is 
blessed with a very good staff. 


A What were your early influences 
from anime and manga? 

A | loved to watch GUNDAM, and | 
was very excited by the work of 
Yoshikazu Yasuhiko on that show. | 
was most influenced by the feeling 
that work gave me. | remember that 
feeling very strongly. 


Q Doing so many projects at once, 


you must get tired - how do you 
deal with bad days? 

A Well, if | quit my current job | 
couldn’t do anything else, so | never 
really thought about it; but to 
refresh myself | often go on a long 
road trip. 


A Do you work too hard? 

A It seems like work always chases 
after me, but I'm a slow worker so 
perhaps that's unavoidable. Ideally, 
if all | needed to do was draw a few 
sketches a month and | could make 
a living like that, I'd be happy - but 
that might be difficult 


A Apart from travelling, do you 
have any hobbies or other inter- 
ests? 

A | like reading magazines, and | 
enjoy tinkering with my camera. 


Q Which aspect of your animation 
work do you like best - directing, 
designing or writing? 

A Well, I'm not involved in the 
whole process of production; but 
anime is a collaboration, where oth- 
ers contribute to your efforts, and 
that collaboration with others is the 
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A Basically, my style has always 
been to respond to others' 
requests, so | don't really have a 
dream project of my own right now; 
but | think I'm in a blessed position, 
where many of my demands are 
met, so in that sense I'm in a really 
happy environment. 


A | like my private illustration work 
best. 


A In a team environment you have 
to make concessions for others, and 
that can be tough. Doing manga 
work, | have much younger staff 
around me and | have to make an 
effort to keep up with their conver- 
sations and interests, so that starts 
to get a little tough. 


A | didn’t really make any consider- 
ations as to how to age them, but I 
did want them to look like them- 
selves - so quite apart from their 
ages, | spent a lot of effort in mak- 
ing them look like themselves. 


A | thought about what the show 
was like and | wanted to make her 
like the show - bright and-cheerful. 


f Nic A 
ers, and 
A | basically provide the prototype 


artwork, and other animators modi- 
fy it as appropriate. | have nothing 
to do with how they actually draw 
the cels! As you percieved, though, | 
only handled a few of the charac- 
ters, the main ones like Basara, 
Mirene and the band charas, two of 
the bridge operators (Miho & Sally), 
Sybille and Gigile, and of course 
Max and Miria, and the flower-girl. 
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A Don't think too hard! (Much 
laughter) 


Eve Tokimatsuri (MEGAZONE 23 Part 1) 


| 


A It took about a year and a half. 
Yes, it was difficult. | had a hard 
time! When MACROSS started on 
TV to its ending, my style gradually 
changed, so | tried to modify the 
new movie designs so they wouldn't 
look too strange. 


A Its really funny, but after | finish 
a product | have no idea how or 
where it's distributed, even in.Japan 
- nobody tells me. But Im really 
very happy to know that my work 
has been sold worldwide and that 
people in other countries appreciate 
and like my work. 


Pe 4 ۰ " 
Your work IS very much 
 — 
Jal es would you change you 
style to try and ado work that 6 
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Western productions or modify work 
ease in other countries? 

A Well, the odds are very much 

against it that | would revise work 

for international distribution. That's 


very, very rare. 
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A Presently there's no plan for me 
to do more GUNDAM charas. 


A Regarding that, | had nothing to 
do with it. Mr. Anno, the director, 
decided to go black and white on 
GUNBUSTER 6 - you'd have to ask 
him. why! 


A | m not involved in that sort of 
thing at the moment. | am creating 
charas for games, but not in 3D. 
But if | got a request like that, I'd 
certainly be curious to try it! 


A I'm aware of that, and it will 
probably develop more and more as 
time passes. Unfortunately I’m an 
‘OldType’ as far as these things go, 


so as technology marches on | get 
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Lynn Minmay ) MACROSS: DO YOU REMEMBER LOVE?) 


more and more nervous. However 
I’m looking forward to the new pos- 
sibilities of creativity that computers 
in anime are opening up | find that 
very interesting. 


A You already released some of 
vour work on CD-ROM. Are there 
any further prospects for this, for 
instance are you involved in produc- 


ing any interactive work? 

A | really don't have anything to 
do with the computer or technical 
side of that. However, the staff 
involved in the project have kept me 
informed and showed me how the 
CD-ROM product is actually created. 
It’s a very promising genre and if 
the opportunity arises I’m very 
interested in doing some more of 
this work. 
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A No, not in particular; but the 
person who created the original 
ORGUSS and the one who created 
ORGUSS 2 are two very different 
individuals and l created the charac- 
ters according to their requests! 
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A In the earlier stages of the pro- 
ject, | was going to design the cha- 
ras for MACROSS PLUS, but things 
changed and | ended up doing the 
TV charas instead. Considering the 
different natures of the TV and OAV 
formats, the TV audience is much 
more fickle, so maybe | might have 
been better off designing the OAV 
series! But if you look at the final 
products, both are very fine shows, 
so everything worked out nicely. 


Q Why weren't you invoived In 
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every other MACROSS? 

A If you're thinking it was because 
of some internal sguabble or prob- 
lem, that wasn't so. As | said, early 
on there was the idea that | should 
be involved, but after that the TV 
project popped up and | had to pick 


one or the other. 
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| think so, but | don’t know if | 
will be involved in it. 


A Would you feel the same as 
Yoshiyuki Tomino did about GUN- 
DAM leaving his control, if 
MACROSS continued without your 
involvement? 

A Maybe | should make it clear, in 
case there are any misunderstand- 
ings, that if you compare the situa- 
tion of Tomino and GUNDAM, then 
for MACROSS the person in that 
position would not be me but Shoji 


Kawamori. 


A Shoji Kawamori once said that 
he never wanted to do a seguel to 
MACROSS. Do you know how it 
came about that he changed his 
mind and decided to do MACROSS 
7, and will you work with him 
again? 

A First off, Mr. Kawamori is a very 
funny and very, very talented per- 
son. It just SOshappens that this 
story about “l won't ever do.a 
seguel again” changes every time it 
pops up, so | wouldn't put too 
much credence on it! Basically, it’s 
like, let's say, a guy IS single and is 
spoiled and money is no object; he 
can say ‘oh, I'll never do it again’, 
but once he’s married and has chil- 
dren, he needs money! (Much laugh- 
ter.) But as a Friend of his and 
someone who admires his talent I'm 
very happy for him to get involved 
deeply in many projects, and if pos- 
sible | want to work with him again. 
My basic philosõphy is that if work 
comes in, | don't say “l choose” or “I 
don t«choose" - if | can do it, if I'm 
available, | will do it to the best of 
my ability. AS an example, in the 
Field involving creation of an idea, 
plots and so on, people will occa- 
sionally take a break and refresh 
themselves and then get back into 
the next job when they are ready 
and able, but character designers 
have to constantly draw to keep up 
their skills. If | slack off there's a 
real chance that my style will 
change so drastically that it would 
06 a problem, so | feel | have to 
keep drawing all the time to main- 
tain my skill level. Amongst artists 
there’s the type that can practice 
and keep their skills up that way, 
but my form of practice is doing the 
job! 


A Are there any plans for working 
with Mr. Kawamori? 

A Not at the moment, but | want 
to do so if a project comes up. 


A Could you tell us about the state 
of the animation market in Japan 
today, and whether it’s easier or 
harder for new talent to break in 
and establish himself as 60 ٧٧٠ 
designer? 

A Well, each case will be different 
depending on the personyso it's dif- 
ficult to say how easy or hard it 
might be to break in. One thing | 
can say for sure is that the up-and- 
coming generation of character 
designers is technically very good. 
Skillwise there’s been a marked 
improvement. Because of that, | can 
foresee that among that rank of 
people there’ll be a real hot one 
coming up! i 


Q Could you name any particular 
future stars 24 

A That's easy - look at the current 
hot anime and look for the names 
you don't recognise! 


A Yesterday Mr Ishiguro told us 
some interesting Stories about the 
MACROSS TV series production - 
what was working on that series 


like for you? 
A Always work, work, work - it was 
tough! 


A Was that because of the 7 
TV schedule? x 


A Yes. 


A When somebody comes to you 
and asks you to designg@ Character, 
how much input do y@@ have into 


the design? Can you GO back and 
change things? — 

A Oh yes, | have to put my own 
ideas in. As we discuss it We 
exchange opinions, and that's how 
characters are created - based.on 
combined input. ` 

A siere any chance that anytime 
seón there might bë plans to ani- 
mate your MARIONETTE GENERA- 
TION story, and Following up on 
that , how do you feel your skills as 
a manga artist have developed over 
the years of your work on that? 

A There's zero chance of it being 
animated! A proficient manga artist 
in Japan would do roughly 30 pages 
to 100 pages a month, but when | 
was doing MARIONETTE GENERA- 
TION my monthly output was eight 
pages! | don't consider myself a 
manga artist at all. 


Q IS said that publisherg force ` 
manga artists to work sd Hard that 
they are often burnt oal in a few 


“years. Does that happen to anime 


artists and designers? 
A Well, mangavartists don't neces- 


sarily quit because they're burned 


- out. Some of them are so popular 


and have made so much money in 
those few years that they can afford 
to retire! But to be fair, most of 
them are just working steadily doing 
their job. There are a few exception- 
ally lucky and talented people, but 
not everyone becomes rich. 
Regarding animators, you could say 
their work is half art and half hard 


labour, and there's much«&tfat needs 
© With the merging interest in 


to be discussed and hopefully modi- 
fied betterdn the work environment. 
Compared with American animation, 
the work environment in anime is 


probably very different. Like manga ` 
artista few animators are well#off 


and popular and famous, but most 


Above: Christina McKenzie from MOBILE SUIT GUNDAM 
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AIM FOR THE TOP! GUNBUSTER artwork for the 


*Homecoming" LD Box set. 


sis 


just work and work to make a liv- 
ing. The animator probably has the 
worst occupation in the anime 
industry. It's physically very hard 
and dreadfully difficult, so the 
majority of animators will-Work 
three to five years.and find they 
can't make ends meet. They'll be 
forced to quit, not because they 
want to, just to make enough 


money to live on. 


anime fandom outside of Japan, in 
tie USA and Europe, do you think 
this will affect the industry? 
A | can’t be an authoritative voice 
on this subject, but if anime 


becomes more popular abroad and 


more foreign companies want to 
fund programmes, | would welcome 
that. 


A Asto the future, do you plan to 
write and direct your own feature 
one day? 

A | don't feel I'm qualified to do 
such work! 


A What's your opinion of the con- 
vention so far? 
A !'m having fun. 


A And do you have any advice for 
young designers? 
A Don't give up! 


This is the story of an ordinary teenage girl ... and 
monsters, acts of kindness, magical battles and the 
other wacky, wierd trials and tribulations she meets 
on the road to becoming an Excellent Idol, as told by 
our very own God of Cute, 
PETER EVANS of SAKURA STUDIO 


IDOL PROJECT 1 - STAR- 
LAND FESTIVAL 


CAST 

Mariko Kouda 

Satomi Korogi 

Kikuko Inoue 

Ava Hisakawa 

Mika Kanai 

Hinako Kanemaru 

Rie lwatsubo 


Ai Orikasa 
(i.e. part-time worker) 
Chinami Nishimura 


CREW 
DIRECTOR 
Yasushi Nagaoka 
SCRIPT T. Amano 
CHARA DESIGN 
& STORYBOARDS 
Noritaka Suzuki 
ART DIRECTOR 
Yukiko Iijima 
MUSIC 
Kanji Saito 
SOUND DIRECTOR 
Hiroki Matsuoka 


ORIGINAL STORY 
This is based on a computer 
game for the Pasocon. 


ON SALE 

IDOL PROJECT part 1, 
“Starland Festival”, is on sale 
now, catalogue no. JSLA 
22639. It runs 30 mins and 
costs 5800 yen. (That’s about 
£37 as we go to press.) Part 
2 “Tropical Dimension” goes 
on sale on 22nd November. 
The CD soundtrack is available 
now, catalgue number JSCA 
29015; the CD Drama will be 
out at the end of October. 
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very cute. Let's dance!” (This 
part is a little bit ecchi [per- 
verted!] as Corvette pokes 
Mimu's breast!) 

Mimu didn’t recognise her and 
asked “Who are you?", but 
Corvette just asked her if she 
was the person who had 
helped Ruka and said “You're 
just like Ruka-chan, very pret- 
ty.” 


Then Corvette and Mimu 
crashed to the ground togeth- 
er and Mimu finally realised 
that the person lying next to 
her was the Excellent Idol 
Corvette. Corvette also had a 
piece of advice for Mimu - 
“Rhythm, if you’re going to 
audition.” As Mimu ran off, 
Corvette said “Oh, my pretty 
girl. Don’t go to Tinkle Street, 
Stage 7. Very dangerous!” 


Mimu ran off thinking about 
rhythm, and Stage 7 was pre- 
cisely where she ended up. 
The Excellent Idols Extra and 
Layla were there, battling it 
out with their songs as their 
stages rose higher and higher. 
Layla was a wild rock singer 
with a guitar, and Extra was a 


calm ‘ojosama’ singer [a 
refined, wellbred young lady] 
playing the piano. The Layla 
fans, punk rockers with mohi- 
cans, and the Extra fans, guys 
in white tuxedos and girls in 
wedding dresses, were cheer- 
ing their favourites on, each 
side yelling out encourage- 
ment. The stages rose so 
high that the whole setup col- 
lapsed, and Mimu got caught 
in the middle. 


She surfaced from the debris 
only to meet Pal-Pu, the 
kung-fu Idol, who liked fight- 
ing more than anything else in 
the world. Pal-Pu pounded all 
her fans, who were very 
happy about being beaten by 
such a pretty girl! Then she 
approached Mimu and asked 
her if she wanted to be 
kicked. Mimu said no thank 
you, she was on her way to 
the audition. Noticing how 
nervous she was, Pal-Pu told 
her to relax. 


Getting away from Pal-Pu, 
Mimu ran on towards the 

Tower where the auditions 
were being held. This time, 


she got caught in another bat- 
tle between some crows and 
a group of ninja; one of the 
crows smacked into her face 
and she was knocked out. 
When she woke, she was in a 
Japanese style room with 
Shion, the ninja Idol. It was 
dark outside, so she thought 
that she had missed the audi- 
tion; but Shion told her to 
make her heart calm, and said 
they could still make it if they 
tried really hard (but with a 
calm heart!) 


Together they rushed towards 
the audition tower. The gates 
had started to close, and the 
crows were still fighting the 
ninja, but with the help of 
Shion's ninja assistants they 
avoided the attacks and made 
it inside the tower just as the 
giant doors closed. Mimu was 
the last contestant, and all of 
the crowd had already gone 
home; but the other Excellent 
Idols were all inside the audi- 
tion hall, and they were wait- 
ing to hear Mimu's song. 


Mimu was sad that everyone 
had gone home, but she 


decided to give it her best for 
the wodnerful people who 
had waited to see her, the 
Excellent Idols. But just as 
she was about to sing, there 
was a huge crash as three 
crows broke into the tower 
and changed into giant mon- 
sters. They were after the 
Excellent Idols who defended 
the kingdom of Starland. The 
Idols tried to fight them off. 


One of the monsters acciden- 
tally knocked against the 
tower Mimu was standing on 
and dislodged the Sacred 
Golden Microphone. Mimu 
dived to catch it, as did every- 
one else; as she caught it, all 
the other Excellent Idols land- 
ed on top of her. Now that 
they were temporarily entan- 
gled, the monsters caught 
them and carried them Off in 
a giant Flying microphone! 
What will happen next? 


To be continued ... 


Once again, we invite you to nomi- 
nate your favourite fanzines, fan 
writers and fan artists for honour 
and glory, including the Big One - 
the title ANIME FANZINE OF THE 
YEAR 1995! 


Fanzines are vital to a healthy,active 
fandom; and a healthy, active fan- 
dom is good news for the commer- 
cial sector in any sphere. That's one 
reason why we support and encour- 
age the production of more and 
better fanzines. The other is that 
many of us here on TEAM AFX came 
from the fanzine scene ourselves, 
and we want to see it thriving in 
anime and manga fandom. 


Last year's winners offered a wide 
variety of good writing, good art 
and good fun (not all of it clean, 
but hey, everyone lets their hair 
down sometimes!) This year, we 
invite you once again to nominate 
your favourites for the titles, which 
come with a certificate and a small 
anime-related prize as well. 
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All you have to do is send a letter 
explaining who you are nominating 
and why, along with a copy of the 
fanzine nominated, to our Editor, 
Helen McCarthy, at our editorial 
address, marking your envelope 
FANZINE AWARDS 1995. (Sorry, 
but we can't return the fanzines - if 
you don't want to send your original 
you can send a photocopy.) The cat- 
egories and last year's winners are 
listed below, You can nominate for 
all the categories, or just some of 
them. The three entrants with most 
nominations for each title will then 
be judged by the professionals here 
at TEAM AFX and a winner in each 
category selected. You have until 
January 31st 1996 to send in your 
nomination and winners will be 
announced in April 1996. 


We define a fanzine as follows : 

1) It is published entirely by a fan or 
group of fans in their own time, 
without input from a professional 
publishing house. 


2) It is not published for profit,-«nor 
does it receive any commercial 
sponsorship or support except for 
the revenues from advertising sales, 
or any Government or local authori- 
ty support. 

3) It is not devoted exclusively to 
promoting the products of one 
company or one video label. (It may, 
however, be devoted to the work of 
one artist or group of artists.) 


All fanzines nominated must be in a 
European language, published in 
Europe, Scandinavia, the USA, Aust- 
ralasia, Canada or South America 
during the year 1995. Each must 
print within the fanzine the editor's 
name and a contact address. 
Nominations for FANZINE OF THE 
YEAR must be primarily devoted to 
anime and manga, that is, at least 
50% of the content must be anime 
and manga related. Nominations for 
individual article or artwork awards 
must be anime or manga related 
but may have appeared in complete- 
ly unrelated fanzines. 
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- ANIMACE, 
Colchester, UK 


ANIMELAND, Paris, France 


- J.A.M.M., Belgium, for 
the UROTSUKIDOJI anime/manga 
overview by Emmanuel van 
Melkebeke and Steven Smets 


- ANIMISM, England 
for the opinion piece A WOMAN'S 
POINT OF VIEW 


TALES FROM THE CAJUN SUSHI 
BAR, England 

for CHILDHOOD FRIEND, a TONARI 
NO TOTORO story by Harry Payne. 


the ANIMACE 5 cover by Steve 
Rushbrook 


work in LEGEND OF THE O.V.A. 
FIEND by Jules Merriman 


١ DANGEROUS GIRLS ARE ON THE LOOSE!! 


‘An Explosive Animation experience 
from America and Japan’ 
12 November 1994 - 5 March 1995 


Australian's second International 
Conference on Animation 
3-5 March 1995 


These two major events took place 
in Sydney this Spring. 

, one of the 
invited guests, reports on both. 


These two events were held in con- 
junction with each other, at Sydney, 
Australia's Museum of 
Contemporary Art. The Kaboom! 
exhibition ran from 12 November 
1994 through 5 March 1995. The 
three-day international animation 
conference, The Life of Illusion, was 
held on the last three days of the 
exhibition to mark its finale. 


The Kaboom! exhibition filled the 
two lower levels of the Museum. 
(The third floor displayed two dif- 
ferent exhibitions of fine-art pho- 
tography during this period. The 
upper floors are administrative.) The 
front of the six-story, architecturally 
Art Deco museum, facing onto 
Sydney's scenic harbor across from 
the Opera House, was covered by a 
gigantic full-color reproduction of 
the Kaboom! exhibit poster featur- 
ing Astro Boy. The Museum's esti- 
mate of the exhibit's total atten- 
dance during its four months is 
90,000. 


The Kaboom! exhibition showcased 
two American animators, Robert 
Clampett and Ralph Bakshi, and two 
Japanese animators, Osamu Tezuka 
and Hayao Miyazaki. There was a 
smaller showcase for John 
Kricfalusi's The Ren and Stimpy 
Show and Katsuhiro Otomo's 
AKIRA; and then a potpourri of 
other current American and 
Japanese animation, including 
Mighty Mouse : The New Adventures 
(Ralph Bakshi and John Kricfalusi), 
Beavis and Butt-head (Mike Judge), 
KABUTO (Buichi Terasawa), RANMA 
1/2 (Rumiko Takahashi), APPLE- 
SEED (Masamune Shirow), BUB- 
BLEGUM CRISIS (Kenichi Sonoda) 
and others. 


| TEZUKA PRODUCTIONS 1994 
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12 November 1994 - 5 March 1995 


The first-level entrance opened into 
a room featuring the four show- 
cased animators. Each had an 
‘island’ containing three video moni- 
tors showing endlessly-cycling brief 
samples of that animator's works, 
plus a couple of larger-than-life car- 
toon portraits of their major charac- 
ters. All of these videos had their 
sound on, deliberately creating a 
carnvial-like white-noise babble 
intended to plunge the viewer into a 
“toon world atmosphere”. The next 
room had similar islands of video 
monitors showing the smaller show- 
cases. Two other rooms displayed 
animation art (original pencil draw- 
ings, storyboards, cels, posters, 
anime music LP record covers, etc), 
and a wide variety of pop-cultural 
merchandising items. 


The second level was sectioned into 
two theatres divided by an arcade 
of video games. The arcade con- 
tained several games with elaborate 
computer graphics, set for ‘free’ 
play. One theatre presented video 
interviews recorded especially for 
the exhibit, with American and 
Japanese animation-industry nota- 
bles such as Bakshi, Kricfalusi, 
Judge, Miyazaki, Terasawa, 
Takahashi, Otomo, Sonoda, anima- 
tion historian & producer Jerry 
Beck, U.S. Manga Corps’ John 
O’Donnell, and jazz composer John 
Zorn (commenting on cartoon music 
scores). The other theatre ran a 
medley which included a potpourri 
of animated music videos, another 
of title-credit animation with theme 
songs from American TV cartoons 
from the 1960s to the present, and 
the AKIRA PRODUCTION REPORT 
on the making of AKIRA. 


All of these videos were designed as 
‘samples’ for short attention spans. 
The average person could walk 
through the exhibition, stopping for 
a minute or two at each monitor 
plus five or ten minutes in each the- 
atre, and see the entire exhibition in 
about an hour. The serious anima- 
tion enthusiast who wanted to 
watch each video all the way 
through would have to spend over 
eleven hours there. 


The Kaboom! exhibit premiered with 
a gala formal dinner attended by 


John Kricfalusi and Sherrie Clampett 
(Bob’s daughter) from America; 
New South Wales Arts Minister 
Peter Collins, and Australian nota- 
bles including the 5۹5 
patrons, fine-arts and cinema pro- 
fessors from universities around 
Australia, and several leading 
Australian animators. A screening of 
Ren and Stimpy episodes was sold 
out. On November 15, an Australian 
premiere of Japanese animation was 
introduced by guests Takayuki 
Matsutani, the president of Tezuka 
Production; cartoonist Buichi 
Terasawa, and his assistant, Junco 
Ito. The films were Tezuka’s UNICO, 
JUMPING and BROKEN DOWN 
FILM; Terasawa’s RAVEN TENGU 
KABUTO; and UROTSUKIDOJI : LEG- 
END OF THE OVERFIEND, parts 4 8 
5. On February 5, a second public 
screening included a popular- 
demand repeat of the Ren and 
Stimpy 
episodes 
plus the 
Australian 
premieres 
of Cool 
World and 
a Beavis 
and Butt- 
head sam- 
ple from 
America, 
and OLD 
MAN Z 
(ROUJIN 
Z) and 
MERMAID 
FOREST 
from 
Japan. A 
final public 
screening 
was held 
as part of 
the Life of 
Illusion 
confer- 
ence. 


The Life of Illusion conference was 
organised by Dr. Alan Cholodenko, 
the head of the Department of Fine 
Arts at the University of Sydney. It 
was scheduled to mark the closing 
of the Kaboom! exhibit. Its first day 
convened at the Sydney auditorium 
of the Japan Cultural Centre, and its 
second and third days were at the 


main auditorium of the Museum of 
Contemporary Art. 

The conference featured two for- 
eign guest speakers, Fred Patten 
from America and Kosei Ono from 
Japan, with 17 speakers from sever- 
al universities and colleges around 
Australia. This was an academic con- 
ference, not a fan convention; the 
attendance was only about 100. (It 
also rained all weekend; and this 
was the weekend of Sydney’s annu- 
al Gay and Lesbian Mardi Gras. Both 
of these doubtless cut into the con- 
ference's attendance.) 


The conference consisted of a series 
of 45-minute papers which analysed 
intellectual aspects of animation. 
Ono spoke on "Post-War History of 
Japanese Animated Films and the 
Sense of Levitation in Hayao 
Miyazaki's Feature Works". Patten 
gave a presentation on "Simba ver- 
sus Kimba : 
Parallels 
between 
KIMBA THE 
WHITE LION 
and The Lion 
King". Other 
speakers cov- 
ered animation 
ranging from 
Clampett's The 
Great Piggy 
Bank Robbery 
(with Daffy 
Duck) to 
Bakshi's The 
Lord of the 
Rings, Disney's 
The Little 
Mermaid and 
The Lion King, 
Kishiro's 
GUNNM / BAT- 
TLE ANGEL 
ALITA, and 
Takahashi's 
RANMA 172. 
Some of the 
topics were more general, such as 
Pauline Moore's “Cuteness [Kawaii] 
in Japanese Animation : When Velvet 
Gloves Meet Iron Fists", or Jane 
Goodall’s “Animation and Species 
Confusion", which examined anthro- 
po/metamorphic violence from "the 
duck that ran amuck" to "the 
species-dissolving powers of the 
Overfiend". To quote one of the 
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synopses from the conference's pro- 
gram summary : 


JOHN CONOMOS 

The Odd Couple, or, Happy Happy, 
Joy Joy | 

This paper will explore in a trans- 
verse, speculative manner the inter- 
textual delineation of the animatic 
apparatus in the cultic Nickelotoon 
The Ren and Stimpy Show. 
Mobilising an interdisciplinary 
approach, the speaker will address 
questions of abjection, animatophil- 
ia, carnivalisation, dialogism and the 
frame of the frame in a multifac- 
eted discursive attempt to colour in 
the more distinctive polyphonic cul- 
tural, kinetic-visual and theoretical 
concerns of our Spumco odd cou- 


ple. 


(There are plans to publish these 
papers in a Proceedings in later 
1995 or early 1996. The papers of 
the first Australian International 
Conference on Animation, The 
Illusion of Life, ed by Alan 
Cholodenko [1988, with Chuck 
Jones as guest speaker], were pub- 
lished as an illustrated Proceedings 
by the University of Sydney's 
Department of Fine Arts, which is 
still available in both a hardcover 
and paperbound edition. This can be 
ordered in the USA from Indiana 
University Press for $35.00 hard- 
bounbd or $14.95 paperbound plus 
shipping. Call -- 1-800 842 6796 
for credit card purchases.) 


The films shown at the conference 
drew a slightly larger audience than 
the papers. These were the 
Australian premieres of Tezuka's 
LEGEND OF THE FOREST and 
Miyazaki's MY NEIGHBOUR 
TOTORO, plus ROBOT CARNIVAL, 
the first episode of 8 MAN AFTER, 
and GREAT CONQUEST : THE 
ROMANCE OF THREE KINGDOMS. 


As a postscript to the conference, 
Kosei Ono & Fred Patten gave guest 
lectures two days later at the Power 
Institute of Fine Arts on the campus 
of the University of Sydney. Ono 
talked on “Animation in Japan : How 
I Grew Up With American Cartoons”, 
while Patten reciprocated with 
“Anime in America : The Occidental 
Discovery of Japanese Animation”. 


n tow) at t eight in the morn- 
d joined the five or so others 
ad been able to summon the 
to turn up that early to set 
) the traders' room. Anime 
ojects made a magnificent show- 
- ing, with the usual video/TV setup 
demonstrating latest releases. 
mong these were the English dubs 
f fan classics BUBBLEGUM CRISIS 
nd RIDING BEAN, which enthralled 
| and fascinated everyone, although 
the jury is still out on whether 
- — they're actually any good. Other 

. dealers included fanzines (ourselves, 
= British Manga, Futuranime), Venus 
— .. Models, Mondo Comics, and a 

- “Bring & Buy’ table where you could 
pick up ODIN for £1 or THE 


GUYVER for 8p. Pioneer sent videos 
but no-one to man the table and 


Western Connection didn't show up 


at all, keeping the corporate pres- 
ence down to a minimum. 


Con members trickled in through 
the course of the morning, eventu- 
ally reaching a total of some 150, 
pretty respectable for a locally 
aimed one day con. The committee 
had wisely booked fairly small 
rooms which were nicely filled by 
the attendees, though a minor 
problem arose during the talks by 
guest of honour Helen McCarthy 
and Steve Kyte in the art room. 
Unsurprisingly, everyone wanted to 
be there, but it was the smallest 
room of the lot and people were 
sitting on the floor, sitting on laps, 
or, worst of all, stuck behind the 
pinboards which held the fan art. 
The art itself was, incidentally, of 
exceptional quality, but I'm sure no- 
one would have minded interrupting 
the video programme for an hour to 
house the talk. 


The masquerade was short and 
sweet, much like its entrants, and, 
although brief, showed the terrific 
enthusiasm with which fan cos- 
tumes are created. My favourite, 


Phil Laskey's drawing of 
多 = Benten (Urusei Yatsura) 
NN used on the back cover 

j of the Con Book. 


y‏ موس 
Cx pud‏ 


INAMICON 9 


and | think that of many others, was 
fourteen-year-old Lisa Munns' 
splendid Sailor Jupiter outfit which 
was astoundingly authentic. 


Now to the video programme itself, 
vital for newcomers but increasingly 
less important with each subse- 
quent con, as the older fans will 
often go entire weekends without 
watching anything. The selection 
was well balanced and, in line with 
Minami's policy, contained a signifi- 
cantly high cute factor. The commit- 
tee had done a great job of having 
most of the films subtitled, x 
although the eagerly awaited TAIHO 
SHICHAUZO (You're Under Arrest) 
was in original form. This writer's 
favourites from the show included 
RANMA 1⁄2 (of course), THE GIRL 
FROM PHANTASIA, MARMALADE 
BOY (twice) and some brand new 
anime - notably Yuzo Takada's BLUE 
SEED. 


The non-video programme was 
understated, consisting of little 
more than talks by Steve Kyte and 
Helen McCarthy (which overran by - 


nearly an hour, but a welcome one). 


ly fun day, with every attendee 


1996. 
x Anyone E | 


should contact: 


The Clubs mascot: 
The Minami Faerie, 
by Nell Hansford 


forthcoming (but now historical) ` 
change of name. As usual, both 

were as interesting and informative ` 
as ever, although a more structured- 
programme might have been more - 
satisfying for older fans. Taking into 
consideration the obvious difficulty = 
of getting international guests for a 
small scale con, there was certainly. D 
enough going on to hold the a أ‎ 

tion for a day. c 


Small criticisms aside (being. a lit le 
unfair to these successful first 
timers) MinamiCon was a terr 


echoing the desire to see a 
MinamiCon Il. | 


STOP PRESS: As we go to prin 
Minamicon Committee has =“ 
announced that there will de 
bea Minana H. Dates 


about MINAMI 


Steve's talk was about how to be an - x Fi 


anime artist, while Helen's was 
ostensibly about the US conven- = 
tions, but ended up being about = 
everything under the sun, including 
ANIME UK's change of format and 
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Issues 1-7 are out of print, but a limited number of issues 7 
are STILL AVAILABLE at £3.50 each (including postage, UK 
only, Europe add £1. Rest of World add £2.) 

US $5.50 (inc post) 

Use the card at the back of this issue to order - or call 
Debbie on 01403 711511 in the UK, or Julie on (513) 

353 4053 in the US - to order by credit card. 

Write to: Avalon Court, Star Road, Partridge Green, 

West Sussex RH13 8RY 

US readers: Heritage Press, 3150 State Line 

Road, North Bend, Ohio 45052 


LIVE 2 KICKING 


bv Jim McLennan 


The sorcerer Kato in 
his anime and live 
action guises. 


The latest ‘live-action anime’, fol- 
lowing in the steps of “City Hunter” 
and “Wicked City” is the first 
Japanese entry to receive a release 
here, and is certainly the most accu- 
rate translation yet seen. While both 
Hong Kong entries were truer to 
the spirit of their source than the 
letter, this Film will be instantly 
recognisable to fans of “Doomed 
Megalopolis”, the title released in 
four parts by Manga last year, and 
recently screened by Channel 4. 


This is probably no bad thing, as the 
similarity extends to both being 
practically incomprehensible to start 
with, characters and plot swirling 
around, and little or no explanation 
or introduction for the first quarter 
of an hour or so. It’s important not 
to get flummoxed: just sit back, go 
with the flow, and you should even- 
tually get the hang of it. In case you 
don't, it’s about evil magician Kato, 
and his attempts to waken the 
guardian spirit of Tokyo in order to 
destroy the city. The reasons for 
this are never Fully explored: he’s 

a bad guy, it’s just the sort of thing 
that he does, right? Arrayed against 
him are assorted scientists and 
shamen, led by Keiko, a descendant 
of the guardian spirit herself. Let 
battle commence! 


TOKYO - THE LAST 
MEGALOPOLIS 


Manga Video, MANL 1004 
102 mins. approx, Cert 15 


The effects used are of a variable 
standard: the model-work is really 
very good and the optical FX aren’t 
bad either, but the whole is let 
down by some distinctly dodgy 
stop-motion monsters. These give 
the film a curiously 1950’s feel, and 
there’s little apparent trace of 

the much-vaunted H.R.Giger 
designs. Must have been something 
he did on the back of a fag packet. 


However, generally it looks very 
cool, with excellent cinematography 
and good period feel. Also worthy 
of note is the lack of background 
music: there are long periods with- 
out any at all, refreshing after a 
summer where it seemed every 
movie had an accompanying sound- 
track LP. There are times when 
silence can be golden. 


It'll be interesting to see if Manga 
will also release the sequel (IMHO, 
it's actually a better movie) which 
carries on the story, beginning with 
the fire-bombing of Tokyo. But it's 
good to see this more subtle and 
atmospheric Japanese film getting a 
release; it certainly makes a change 
from Godzilla! 


upercop”, is an accurate 
summation of the film in general: 
ackie plays a Hong Kong policeman 
ent to mainland China to assist 
with capturing a major-league drug 
baron. He helps one of the villain’s 
enchmen ‘escape’ from prison, 
in order to get himself into the 
- inner circle, but this is only the 
start. He's assisted by a Chinese 
officer (Michelle Khan), and by bad 
luck, ends up in the same resort as 
his long-suffering girlfriend, 
familiar to fans of the earlier entries 
> series. Since she 
- doesn't know about his undercover 
sion, will his cover be blown? 


he major problem with the film is 
its uneasy blending of comedy, 
drama and action: it can’t quite 
e it's mind up which sort of 
e it wants to be. As a result, 
none of it quite works: the 
amour, especially, falls flat, most 


our hero’s mother. It just isn’t 
y, and things like this mean 


ng for a punchline. By the 
- time you realise one isn’t forthcom- 
ing, it's too late. A far better 

nple of Jackie's dramatic ability 
can be seen in “Crime Story”, 
directed by Kirk Wong; out to rent 

20/20 Vision, it's a far more 

en and smooth piece of work. 


he film does have an absolute sav- 
race; the final 20 minutes 
h are utterly jaw-dropping, up 
e with Chan's best stunt work. 
Our hero is dragged through down- 
own Kuala Lumpur beneath a heli- 
pter (and as ever with Jackie, you 
can tell it's him, not a stuntman or 
-any back-projection), before being 
umped on top of a moving train, 
for a spectacular end-fight. It's only 
when you see the traditional 
out-takes under the end credits, 
that you realise how dangerous the 
quence was, with Chan nearly 
alling under the train. Most amaz- 
all, he breaks new ground by 
aps becoming the first leading 
ever to be run over by a heli- 
er. Watch it and wince. 


t from that, it's not one of 
's most memorable films. One 
t first, to see if 
onishing climax is 


PlayStation 


involves you taking on various 

. enemy mecha over a series of loca- - 

- tions. Starting off in a colony above - 

the earth your first mission is to 

. fend off a squadron of enemy x 

. mechs. The next level is set in space 

. and more or less consists of exactly 
. the same thing with the addition of — 

a specific target for destruction. The 

` game then progresses onto the 

- earth for a few stages before 

- putting you back in space again. At 

. the start of each stage and the 

. destruction of a specified target you - 

` get a little computer generated — 

| sequence to watch but the game i is 

SO frustratingly tedious that the 

— x desire t to see them is lost fairly. 


Graphically the game also misses 
out on an opportunity to impress. 
. The game is played from the view 
f the cockpit with the locations 


and enemy mecha being constructed 
from polygons. Unfortunately the 
locations are very sparse and fairly 
unconvincing while the enemy 
mechs move so fast it's guite hard 
to get a good look at them. As 
mentioned before, even the com- 
puter generated animation 
seguences are a bit of a disappoint- 
ment as they tend to lurch and 
jump guite a bit which is guite 
unnecessary. Sound affects and 
music are okay but they tended to 
be drowned out in the overall pack- 
age. 


This is a prime example of how not 
to go about writing a game. The 
gameplay is repetitive and boring 
and even the video seguences are 
badly done and jerky. Not <> 
recommended, even for 
diehard fans. 


JUMPING 
FLASH 


Playstation 
Sony Computer |, 
Entertainment 
UK release Price 
TBA 


The mysterious “Aloha” has swiped 
some chunks from your planet and 
it's up to you to retrieve them! With 
the aid of your Rabbit Rocket ship 
you must release each of the 18 
pieces of land from the clutches of 
Aloha's octopoid minions. 


Going for an entirely original 
approach to the tired platform 
genre Sony have released the 
worlds only first-person perspective 
platform game. Set over six stages 
with three levels per stage you must 
guide your rabbit ship around the 
3D environments collecting the car- 
rot shaped pods before making your 
way to the exit. Obstacles come in 
the way of various animals and 
other nasties and some reasonably 
tricky puzzles to figure out. Falling 
off the edge of the world isn't 
advisable either. 


Each level is portrayed in polygons 
and is quite impressive to look at. 
Platforms float in the air and build- 
ings and trees tower above you, and 
all can be used as a launchpad for 
your little rabbit ship. A double 

press of the jump button sends you 
zooming into the sky at which point 
your viewpoint switches down 
between your feet enabling you to 
glide to safety. Cannons are part of 
your ship's systems enabling you to 
see off any of Aloha's minions that 
wander too near and take on the 
huge end of level bosses that await 
you. Power ups can also be collect- 
ed to boost your abilities and vary 
from smart bombs to invulnerability 
and time freeze. 


The graphics and sound on this 
game are both excellent with some ~ _ 

stunning levels awaiting you in the ١ ۷ OSA 
later stages. The game is fun to Li as ! 
look at and the soundtrack and spot 
effects add to this. What can | say, 
it looks amazing. 


The only gripe to be had with this 
stunning piece of software is its 
size. With only eighteen levels to 
contend with of which six are end 
of level bosses, completion time 
may well be a lot sooner than you 
think. Maybe a title for video game 
novices or young children but still 
excellent fun to play. 


A terrific, enjoyable game flawed by 
being a bit too small. A good show- 
case for what their machine 
can do plus an entirely E 
original angle to an 
ancient genre. Almost a 
classic. 


S/E ECCES-COMICS-EI M/S s es | 


TRADE PAPERBACKS 


(English language comic collections in B/W) 

Ranma 1/9 vol.1 vol.9 vol 3 POA 

AD Police Files £10.50 

Dominion £9.95 

Macross II £11.95 

Nausicaa of the Valley of the Wind vol. 1 £10.95, vol. 2 £10.95, vol. 3 
£10.95, vol. 4 £10.95, vol. 5 £11.95 

Battle Angel Alita £11.95 

Crying Freeman Portrait of a Killer vol. 1 £10.95, vol. 2 £10.95 
Crying Freeman Shades of Death vol. 1, 2 and 3 £10.95 each 
Crying Freeman Taste of Revenge vol 1 £10.95, vol. 2 £10.95 
Crying Freeman Abduction in Chinatown £11.95 


LARGE FORMAT ART BOOKS FULL COLOUR 


Intron Depot (Dual Language) 9 

The Next Generation — Art of Michitaka Kikuchi (Japanese) £98.99 
Patlabor Air — Akemi Takeda Art (Japanese) £28.99 

Patlabor Pulsation - Akemi Takeda Art (Japanese) £26.99 

The Art of Porco Rosso (Japanese) £35.99 

The Art of Nausicaa (Japanese) £26.99 

The Approach to Atlantis — Art of Inomata Mutsumi (Japanese) £99.99 


MAGAZINES | 
(Feature news, reviews and articles on Anime) 
Anime UK issues: 8, 9, 10, 11, 12, 13, 14, 15, £3.50 each 


Animas issues: 6, £2.99, 8 £3.50, 10 £3.50, 11 £3.95, 12 £3.25 
vol.9 no. 1 £3.75 vol. 2 no. 1 £3.95 


PINS 


(Full colour cloisonne pins) 

A-18 Kei (Dirty Pair) £5.99 

A-19 Yuri (Dirty Pair) £5.99 

A-20 Akira logo £4.99 

A-80 Priss (Bubblegum Crisis) £4.99 
A-83 Lum Head w/loqo £4.99 
A-98 Neko Ranma £4.99 

A-99 Lum Sitting £4.99 

A-102 Totoro £5.99 

A-103 Project A-KO £5.99 
A-104 Nausicaa £4.99 

A-113 Lum w/ vest £4.99 
A-118 Ranma Chan £4.99 
A-119 Genma (Panda) £4.99 
A-122 Jiji £4.99 

A-123 Kiki £4.99 

A-124 Neko Ranma on Moon £4.99 
A-125 Catbus £4.99 | 
A-1296 Totoro £4.99 

A-127 Shampoo £4.99 


POSTERS 


(Full colour 21” x 29” approx.) 
Ah, my godess, My neighbour Totoro, Ranma Chan sunbathing, Ranma 
Chan w/sword, Ranma % male & female, Nausicaa w/baby, Nausicaa 

on Miehve, Silent Mobius-Katsumi, Liqueur, Urusei Yatsura £6.00 each 


T-SHIRTS 


(Please state size: M, L, XL, when ordering) 
Dirty Pair £12.99 

Area 88 (AKA UN squadron) 9 

Black Magic M-66 (Glows in the dark) £19.99 
Macross the movie £19.99 

Catbus £19.99 NEW! 

Sexy Lum £19.99 NEW! 

Ranma % Saotome and son - Kempo, Kendo and Tendo £12.99 NEW! 


Gunbuster £19.99 
Neko Ranma 9 EE 
Totoro £12.99 | 


P-Chan £12.99 

Bubblegum Crisis — Rock the heart (Double sided XL only) £12.99 
Bubblegum Crisis — Priss on bike (XL only) £12.99 

Riding Bean — One lean, mean, fighting machine (XL only) £12.99 
Riding Bean — Subtitle video cover (XXL only) £10.99 


PLEASE ADD POSTAGE AS FOLLOWS: 

1 - 3 Pins add 40p, 4 or more add 60p. Posters 90p. T-Shirts, TP’ Bks and 
Magazines 1 £1.00,2-3 £1.50, 4 or more add £2.00. 

We accept telephone orders using ACCESS, VISA, STYLE and AMEX cards. 


COMING 


OCTOBER 1995 


Our industry source tells you what 
to look for on the shelves in the 
UK and USA 


MANGA 


ACADEMY COMICS LTD 
ROBOTECH WARRIORS : TERROR 
MAKER GN 
ROBOTECH II : SENTINELS BOOK 
Ill 2 
ROBOTECH : 1996 COMIC 
CALENDAR 
ROBOTCH : ACADEMY BLUES 3 


ANTARCTIC PRESS 
This company specialises in ‘dojinshi’ 
or non-professional (fan) manga, and 
publish a diverse range of manga 
titles. 
NINJA HIGH SCHOOL YEARBOOK 
‘95 by Various : the seventh Yearbook 
from that wacky Ninja High School 
features a wide range of artists and 
stories. 
GOJIN #4 by Takizawa & Kondo: A 
dead alien returns to reclaim his bones 
- now being sold in a Chinese pharma- 
cy! 
SILBUSTER#11 by Ikkou Shahara : 
The “very odd babes in giant battle- 
suits’ tale continues! 
SATINLESS STEEL ARMADILLO BY 
RYUKIHEI : A charming fantasy tale 
with all the right ingredients - hand- 
some exiled princes, dragons, magic, 
two attractive young sisters - and, of 
course, an horrendously evil nemesis. 
VAMPIRE MIYU #1 by Narumi 
Kakinouchi : Miyu, the last in a line of 
noble vampires, hunts those who 
would harm mankind. 
AMAZING STRIP GN #1 by Ippongi 
Bang : Collects the first 5 US issues 
into one handy graphic novel. Mature 
readers only. 


ARGO PRESS 
STARBLAZERS #2 by Tim Eldred & 
Studio Go! 


CPM COMICS 
CYBER CITY PART TWO #1 by Tim 
Eldred and Studio Go! Based on the 
animated video available in the UK 
from Manga Entertainment and the 
USA from CPM. 
PROJECT A-KO : VERSUS #1 by 
John Ott and Studio Go! 


DARK HORSE COMICS 
You can always be assured of quality 
releases from this company, and a 
growing commitment to publishing 
manga. 
GUNSMITH CATS #6 by Kenichi 
Sonoda : Hugely enjoyable tale of two 
gun loviin’ gals. Recommended. 
DIRTY PAIR : FATAL BUT NOT 
SERIOUS #4 by Adam Warren : Full 
scale mayhem in the latest offering 
from the Dirty Pair - true to form, the 
Pair find themselves in the midst of a 
fan convention gone wrong, with the 
local sun about to go supernova! 
GODZILLA #5 by Stradley etc : US 
treatment of the King of the Monsters 
LEGEND OF MOTHER SARAH #7 


by Otomo and Nagayasu: 
Recommended. 

3 X 3 EYES #1 by Yuzo Takada: Pai 
and Yakumo return at last in Takada’s 
wild tale of immortality and evil. 
Recommended. 

GHOST IN THE SHELL #8 by 
Masamune Shirow : Don’t miss the 
dramatic final chapter in Shirow’s 
cyber extravaganza. Recommended. 


DRACULINA PUBLISHING 
ORIENTAL CINEMA #8 : Complete 
coverage and filmography of Japan's 
SF shows on film and television - many 
large rubber monsters. 


EROS COMICS 
This company release Japanese erotic 
comic - bear in mind, this is very much 
a ‘Mature Readers’ publisher. 


PRINCESS OF DARKNESS #2 by 
Yuichiro Tanuma 

TEMPTATION #3 by Hiroyuki 
Utatane 


GRAPHIC VISIONS 
A relatively new company, they tend to 
specialise in more ‘adult’ manga, and 
US adaptations of manga. 
SOL BIANCA VOL. 1 #3 by 
Greenfield and Reyes : Yet another 
American version of an original anime 
series; the video is available in the US 
from A.D. Vision and the U.K. from 
Kiseki. 


MANGA PUBLISHING 
MANGA MANIA #28 by various ; 
news, reviews and manga series. 


MANGAJIN 
MANGAJIN #50 : this issue examines 
gambling in Japan, plus the usual 
range of language tutorials and fea- 
tures. 


MARVEL COMICS 
AKIRA #36 by Katsuhiro Otomo : The 
final volume of Akira sees print, and 
we will, at last, see the conclusion to 
this seminal tale. 


VEROTIK 
DEVILMAN #5 by Go Nagai. 


VIZ COMMUNICATIONS 
This company are not afraid to take 
chances, with offerings ranging from 
shojo (girls’) manga, political manga, 
light hearted comedy and more. 
MAISON IKKOKU PART 4 #10 by 
Rumiko Takahashi : The endless frus- 
trations of Yusaku continue - no mat- 
ter what he does, he’s always misun- 
derstood! 
MANGA VIZION VOL 1 #8 : More 
assorted manga tales in this successful 
anthology book. 
MERMAID’S SCAR GN by Rumiko 
Takahashi. 
RIOT #1 by Satoshi Shiki : When a 
reckless boy tries to steal the priceless 
text Known as ‘Riot’ he is mortally 
wounded by its beautiful guardian Axel 
- but when ‘Riot’ offers to save him if 
he looks after Axel, he thinks he’s got 


a bargain - but has he? 

BIO BOOSTER ARMOUR GUYVER 
PART 3 #7 by Yoshiki Takaya. 
NAUSICAA PART 5 #4 by Hayao 
Miyazaki. Recommended. 

RETURN OF LUM PART 2 #3 by 
Rumiko Takahashi. 

SANCTUARY PART 4 #3 by 
Fumimura and Ikegami. 

X-1999 #6 by Clamp 

ANIMERICA VOL 3 #10: An indepth 
look at the works of Yuzo Takada, 
known for 3 x 3 Eyes and Catgirl 
Nuku-Nuku, among others. 

MAI THE PSYCHIC GIRL PERFECT 
COLLECTION GN by Kazuya Kudo 
and Ryoichi Ikegami : One of the first 
manga available in the West is finally 
available again, and is a good example 
of the Japanese psychic schoolgirl 
genre. 

BATTLE ANGEL ALITA PART 5 #4 
by Yukito Kishiro. 

RANMA HALF PART 4 #10 by 
Rumiko Takahashi : One of Ranma’s 
nightmares has finally come true - he’s 
been chosen to be the judge in a cook- 
ing competition in which Akane is tak- 
ing part! Will he manage to escape 
without Food Poisoning? 
Recommended. 


ANIME 
US RELEASES 


A.D. VISION 
BURN UP! Dubbed 
MAPS EPSIODES 3 & 4 Subtitled 


ANIME 18 
LA BLUE GIRL VOL 2. Subtitled. 
Adult Material. 


MANGA ENTERTAINMENT INC 
ANGEL COP VOL. 4. Dubbed. 
MACROSS II CD-ROM : An interac- 
tive adventure set in the world of 
Macross II which uses footage from 
the animation to enhance the game. 
MACROSS II. Dubbed/subtitled. 
GAINT ROBO VOL. 4. Dubbed. This 
classy retro series finally examines the 
origins of Giant Robo. 


PIONEER 
ARMITAGE III VOL 3. Dubbed/subti- 
tled. The murders of ‘third’ robots 
continue, while a wave of indiscrimi- 
nate bombings sweep Mars. 
Recommended. 
EL HAZARD EPISODE 1. 
Dubbed/subtitled. Makoto was an 
ordinary high school student until he 
was swept into an alternate dimension 
where he is the spitting image of its 
ruler’s ... sister! 
HAKKENDEN VOL 1. Dubbed/subti- 
tled. 


RENEGADE 
STREETFIGHTER II : The Movie. 
The long awaited anime version of the 
incredibly popular game should go a 
long way towards erasing the memory 
of the Van Damme version. A polished 
and exciting anime - heavy on well 
choreographed fight scenes and short 
on plot (as it should be!) Available in 
General and Uncut versions. 


SOFTCEL PICTURES 

For adult viewers. 
DRAGON PINK VOL 3. Subtitled. 
Available in General and Uncut ver- 
sions. 


coming - but as yet we have no Firm 
dates. Watch for more news! 
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ANGEL OF DARKNESS VOL 2. 
Subtitled. Available in General and 
Uncut versions. 


SOFTWARE SCULPTORS 
METAL FIGHTER MIKU EPISODES 
4 & 5. Subtitled. 


STREAMLINE 
8 MAN AFTER PERFECT 
COLLECTION. Dubbed. Four episodes 
on one videotape. 


US MANGA CORPS 
AKAI HAYATE VOL 2. Subtitled. 


VIZ COMMUNICATIONS 
OGRE SLAYER. Dubbed. Not quite 
human. Not quite inhuman. The haunt- 
ing tale of a nameless boy who wan- 
ders the earth disposing of ogres and 
other supernatural beasts. 

RANMA HALF : FOWL PLAY. 
Dubbed. Ranma goes up against 
Mousse, the shortsighted devotee of 
Shampoo who happens to turn into a 
goose when doused in cold water! 
Recommended. 


UK RELEASES 
Please note that as the BBFC some- 
times delays titles, this schedule may 

be subject to change. 


ANIME PROJECTS 
SUPER DEFORMED DOUBLE 
FEATURE. Subtitled. One of the hits 
of AUKcon 94, this tape features two 
comic SD adventures, one featuring a 
Wacky Races-type contest ending in 
AP’s hometown of Bangor! (well, not 
really, but the name’s the same ....) 
Recommended. 
URUSEI YATSURA TV EPISODES 
VOL 8. Subtitled. More adventures of 
the electrifying Lum. 
BUBBLEGUM CRISIS VOL 6. 
Dubbed. 


KISEKI FILMS 
SOL BIANCA VOL 1 : Subtitled. Five 
girls, one very unusual spaceship, a 
boy stowaway and the Galaxy’s great- 
est treasure. 


MANGA ENTERTAINMENT LTD 
ANGEL COP VOL 6. Dubbed. The 
final instalment in this frenetic series, 
as the psychic battle escalates out of 
control. 

MADOX - 01. Dubbed. One guy who 
daren’t be late for his date - and one 
big hunk of heavy metal in his way! 
ORGUSS 02 VOL 3. Dubbed. The 
saga of the devastators continues. 
Streetfighter Il the Movie. Dubbed. 
Possibly the most anticipated anime 
release this year should finally be avail- 
able in October - expect lots of hype 
and advertising but don’t let this put 
you off seeing it (if you like this sort 
of thing!) Recommended 


PIONEER 
Following September’s Tenchi Muyo 
Special and Kishin Heidan releases, 
Pioneer plan nothing further until 
January 96. 


WESTERN CONNECTION i 
HUMMINGBIRDS, DEVIL HUNTE 
YOKO and DARKSIDE BLUES are 


TALL STORIES 


8 issue series, issue 1 
Nov 94 - issue 8 June 95, b/w. Story 
& art : Masayuki Fujihara. Antarctic 
Press, $2.95 (US) 


Deju vu time. The year is 199X. Earth 
faces invasion by the evil Zogelian 
Empire, using a variety of giant reject 
Toho monsters to smash mankind's 
resistance (and a sizeable amount of 
his property at the same time). The 
future looks bleak. Enter mankind's 
last hope, mad scientist Dr. G's secret 
weapon : DODEKAIN! 


Dodekain is a giant robot. No, make 
that a GIANT robot. 15,000 miles tall 
and weighing in at 130 septillion 650 
guintillion tons(!), it is very, very big 
indeed. In time honoured 
anime/manga tradition the control of 
this super weapon ۴3115 on the shoul- 
ders of a young boy, Takuma Ippongi. 
The problem is, Takuma is a clumsy, 
impulsive nerd who now controls a 
robot bigger than the Earth! 
Somehow, the outlook for mankind 
just got bleaker ... 


DODEKAIN (which incidentally means 
a giant) is a simple, light parody of a 
much loved genre - the Japanese 
giant warrior robot shows. As such it 
pushes all the right buttons, affec- 
tionately mocking such cliches as 
shouting the name of a weapon 
before using it (“explosive light 
extinction cannon!”). Amusing rather 
than hilarious, as with any parody 
how funny you find it will depend on 
vour familiarity with the source mate- 
rial it lampoons. There are some nice 
touches in the translation. | particu- 
larly liked the name of the Zogelian 
flagship : The Crashing Boar! On the 
negative side, though it helped to 
convey Takuma's country bumpkin 
character, | soon found his Popeye- 


like dialogue irritating to read (“Ya 
evil bastard, ya really screwed up 
th'Earth!”). Incidentally his name is a 
tip of the hat to another of Antarctic 
Press’ manga artists, Ippongi Bang, 
who also designed one of the charac- 
ters who crops up in issue 5 of 
DODEKAIN. 


Masayuki Fujihara’s artwork is rather 
rough, but pleasing, with a suitably 
early 7/05 feel to it. Some of his lay- 
outs are messy and confusing, 
though, making the book hard on the 
eyes in places. It also suffers from a 
common problem with Antarctic's 
translated manga ; crude retouching 
and clumsy sound-effect lettering. 
While on the subject of lettering, the 
idea of using a highly stylised type- 
face for the Zogelian diaogue is a 
good one, let down by the actual 
typeface chosen which is particularly 
ugly and really doesn’t enhance the 
look of the book at all. A pity the 
same care hasn't gone into this 
aspect of Antarctic’s presentation as 
went into the excellent computer 
coloured covers, which really lure you 
into picking up the book for a closer 
look. 


Niggly faults aside, this is a Fun read 
and well worth checking out if, like 
me, you can’t resist the hyperbole of 
those classic robot shows. “SUPER 
LIGHT SPEED PUNCH!!” 


IF you can’t track DODEKAIN down in 
your local comic shop, comic mart or 
mail order service, back issues of 
most Antarctic Press titles are avail- 
able from the publishers; check out 
the ad with ordering details in any of 
their titles, or write to Antarctic 
Press, 7272 Wurzbach Suite #204, 
San Antonio, TX 78240, USA. 

STEVE KYTE 


LU EH ORAN 


Writer/artist : Katsuhiro Otomo. B/W, 
229 pp, published (US) Dark Horse in 
three parts, (UK) Mandarin as single 
volume graphic novel. 


This is one of the best stories about 
paranormal powers ever written. It's 
set in contemporary blue-collar Japan, 
land of soulless housing estates, gos- 
siping neighbours, underachievers 
struggling to survive in a pressured 
society, and families ignoring their 
children and dumping their old peo- 
ple. One of the pivotal figures of 
DOMU is old man Cho, whose family 
simply upped and went, leaving him 
alone in a bleak highrise flat. 
Everyone thinks Cho is just a harm- 
less old soul. Objects disappear, but 
then objects disappear all the time - 
haven't you ever wondered where 
that pen, that book, that ring got to? 
Even when someone commits suicide, 
no-one is too surprised. Then the 
strange events start to multiply, and 
the police get more and more 
involved as more people die. Baffled 
and appalled by events he can't 
explain, one young detective is forced 
to the conclusion that Cho is the key. 
But Cho is simply one side of the 
story; like the little man in the weath- 
erhouse, he is unable to escape the 
constant company of Etsuko, six 
years old and a psychic of terrifying 
powers, who takes up her station on 
the other arm of the weathervane 
and struggles with the dogged insis- 
tence of childhood to keep Cho's 
forces of chaos in some kind of equi- 
librium with the everyday, established 
order.The old man reverts to the 
worst excesses of neglected child- 
hood. People die just so that he can 
have things he wants. The despair 
and hopelessness of life is magnified 


TERROR 


by his sneaking, sly taunts, plucked 
straight from his victims’ heads, and 
escalates towards a bloody massacre. 
The little girl, knowing that this is 
bad behaviour, acts at first to warn 
him, then to stop him, and finally, 
realising that no-one else has the 
ability or the will to control him, to 
put a stop to him once and for all. 


The artwork is breathtaking. The sim- 
plicity and directness with which 
Otomo depicts urban life makes the 
superb draughtsmanship and page 
planning look deceptively straightfor- 
ward, but the placing and content of 
every frame is carefully calculated 
and its effect on the pace and timing 
of events precisely defined. The writ- 
ing is stripped down to the barest 
bones, allowing the pictures to carry 
most of the story. How little of what 
we say matters, or is heard at all, 
strikes home. In particular, the way 
we adults ignore children, or bend 
what they say to fit our own 
observed truth, is an important ele- 
ment of the story. The superb trans- 
lation by Dana Lewis and Toren Smith 
respects the brevity of Otomo's writ- 
ing, compressing a wealth of meaning 
into as few words as possible, and is 
supported by Tomoko Saito's exem- 
plary retouching. 


AKIRA it most certainly is not. So 
why won't it bore you? Why should 
vou buy it? Because there hasn't been 
this gripping a duel between good 
and evil since the movie version of 
THE SILENCE OF THE LAMBS. 
Because there's more to sf than 
spaceships and cyberfutures. Because 
comics aren't just for kids, and 
DOMU proves it. 


HELEN McCARTHY 


GUNSMITH CATS 
#3 


Story & Art: Kenichi Sonoda 
Dark Horse Comics, 10 issue 
series, B/W, $2.50 (US) 


Hard to find much to complain 
about here; a sparkling blend of 
clean, crisp artwork, vivid charac- 
ters, superb action and a nice mix of 
drama and wacky humour. Sonoda’s 
fetish for meticulous detail of 
guns'n'cars never gets in the way of 
the story but instead helps root it 
firmly in reality, even for Folks like 
myself who know nothing about 
either subject. The episodic struc- 
ture of the original manga fits the 
US comic format like a driving glove 
(given Sonoda’s well known love of 
US culture, perhaps this was inten- 
tional, to ease its passage to the 
West?) and the usual sympathetic 
translation and retouch work by 
Studio Proteus round out the pack- 
age nicely. Of its type, it’s damn 
near perfect. 


Issue 3 sees the return of super- 
bitch Bonnie and her brother Clyde 
(oh dear!). Bonnie has substantial 
portions of her anatomy missing as 
a result of her previous encounter 
with Rally and Minnie May (issue 
#1) and is, not surprisingly, some- 
what peeved with them. It’s pay- 
back time! 


On a side note, one aspect that par- 
ticularly impresses me about the 
Dark Horse manga line is the strik- 
ing covers, blessedly free of the 
typographical clutter of most 
comics. Along with Antarctic Press, 
they realise that when it comes to 
covers, pictures speak louder than 
words. Would that more companies 
got the message. 

STEVE KYTE 


THE LEGEND OF 
MOTHER SARAH 
af la 


Sory: Katsuhiro Otomo. Art: 
Takaumi Nagayasu. Dark Horse 
Comics 8 issue series b/w $2.50 
(US) 


Issue four brings us to the halfway 
stage in this saga of a mother 
searching for her family in a post- 
nuclear holocaust wasteland - famil- 
iar territory for AKIRA creator 
Katsuhiro Otomo, here sticking to 
the role of writer and leaving the 
artwork to Takumi Nagayasu, whose 
style is incredibly similar to 
Otomo's. The artwork is beautiful 
and the attention to detail creates a 
solid and believeable (if overly 
familiar) MAD MAX style world; but, 
alas, it's hard to care much for any 
of the characters and the story isn't 
really going anywhere. Sarah herself 
is an enigmatic, rather cold and dis- 
tant character spending much of her 
time as a silent observer of events, 
a bit like Clint Eastwood's 'Man 
With No Name’. Like him, when she 
is galvanized into action somebody 


usually ends up on the wrong end 
of her fist or a bullet. Strangley, she 
only seems to be seeking her chil- 
dren, not her husband, who was 
last seen luring armed guards away 
from them. This is a good example 
of how slower-paced manga are ill 
served by forcing them into the for- 
mat of standard US comics; whole 
issues go by with little happening. A 
complete graphic novel release 
would have been preferable. As itis, 
with only four issues to go, the 
story badly needs to pick up speed 
and grab its audience. 

STEVE KYTE 


STAINLESS 
STEEL , 
ARMADILLO #3. 


Story & art : Ryukihei. Antarctic 
Press. 6 issue series, B/W, 
$2.95 (US) 


Issue #1 of this sword and sorcery 
saga proved to be a big hit for 
Antarctic Press: it was the fourth 
highest selling book in the compa- 
ny’s 10 year history and their sec- 
ond best selling manga title (after 
GOLDEN WARRIOR ICZER ONE), 
which just goes to prove that you 
can't go wrong with cute babes and 
even cuter dragons. Or can you? 


Plenty of action (most of it pretty 
violent), cute heroines who get their 
kit off at regular intervals and one 
or two original touches (such as the 
soldiers who ‘wear’ their dragon 
mounts like armour) doesn’t com- 
pensate for a very formula-bound 
RPG plot, which in three issues 
hasn't gone very far. 


Two sisters, keepers of ancient 
magical books, meet a deposed who 
can harness the powers of one of 
the books, and join forces to 
unlease the magic and defy the Evil 
King. His days are obviously num- 
bered. 


The weak story isn’t helped by the 
translation which seems unsure how 
to pitch the dialogue. As a result we 
veer from “Yea, verily, your Father 
Targst Badam was a mighty warrior 
... to “Hey, get a grip!”, the latter 
yelled by a soldier to his writhing 
dragon whose arm has just been 
hacked off! I’m sure the poor crea- 
ture would if it could! Still, the 
chances are this wasn’t exactly 
deathless prose in the original 
Japanese. 


The artwork makes up for a lot. It’s 
very attractive, with nicely com- 
posed pages and good design work; 
but I still feel it lacks that some- 
thing special to really make it stand 
out from the vast range of RPG 
manga floating around. 


Still, it does have dragons aplenty 
and for some that will be recom- 
mendation enough ... what it does- 
n't have (so far) are any armadillos, 
stainless steel or otherwise. Shame 
really. 

STEVE KYTE 


A.M. WORKS 


is another new fan-founded imprint, 
this time from the USA. Dean Hsieh 
and Will Allison have managed to 
get distribution so you'll be able to 
order their titles from any comics 
retailer. They're both intriguing new 
talents, having managed the diffi- 
cult feat of displaying their manga 
influences without drowning their 
own identities and ending up as sec- 
ond-rate clones of their favourite 
artists. Both have confident, intelli- 
gent panel layouts and pay atten- 
tion to detail without being fussy. In 
ATHENA, Hsieh asks what an unem- 
ployed Goddess might do in the 
future; | asked the same question 
for my entry in the 1990 Worldcon 
masquerade, and Hsieh has come up 
with the same answer | did; she 
fronts a rock band, of course. This 
isn't why | like his story, though; it's 
the originality, the pace and the 
attitude that make ATHENA fun. 
Lucky the poster chain folded, 
though, or his logo might have got 
him into trouble. As for Allison’s 
PERVERT CLUB, what can | say? 
Schoolgirls from Hell dominated by 
the Dark Forces were never so 
much fun before, as nerd Malcolm 
Davis (I had a boyfriend called 
Malcolm Davis - have these guys 
been spying on me or something?) 
learns that while being true to your- 
self is all very well, there are limits 
to society’s tolerance of people who 
steal their sister’s panties. ATHENA 
is bimonthly commencing November 
1995, PERVERT CLUB bimonthly 
commencing December 1995. 
HELEN McCARTHY 
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INCOMING for 
latest release 
details 


U.K. 
RELEASES 


HEROIC LEGEND 
OF ARSLAN part ni 


Manga Video. MANV 1099. 
30 mins approx. Cert 12. 
English dubbed 


It's been a long time coming - 
almost two years since part ll hit 
the video shelves; so is it worth the 
wait... 


Well first off all you'd better dust 
off your old copies of this epic saga. 
Just because there's been a gap 
between episodes doesn't mean 
that you can just jump in unpre- 
pared. No sireee; no way. Arslan is 
heroic fantasy with meat; it has 
considerably more depth than the 
average sword swinging yarn. 


It's also pleasing to remember that 
a lot of attention has been given to 
Arslans design. Where occasional 
realism blends in effectively with 
the gentle stylistic lines of 'soft 
shojo’, assisting that feel for a far 
off place, a distant land where 
Arabic minarets co-exist with 
galleons and medieval castles. In 
fact the only real let down is the 
voice acting, which when compared 
with some of Manga's other recent 
releases is woefully wooden and 
unfeeling. 


This third episode sees both sides 
preparing for the inevitable war to 
come. The rampaging Lusitanians 
need to end the campaign quickly 
and are prepared to take substantial 
risks to do so, whilst the mixing of 
races and heroes in young prince 
Arslans camp is causing some ten- 
sion. At all times you're reminded 
that this war is a battle of wills and 
beliefs, but don't worry the action 
set pieces and armed conflicts are 
all very well handled; managing suc- 
cessfully to inject swash-buckling 
heroics into fairly realistic battles. 


Though not perfect, this a superior 
example of its genre and should be 
welcomed with open arms by fans 
of the first two episodes. 

ROBERT LYN DAVIES 


ANGEL COP - Part 5 


Manga Video, MANV 1101, 
25 mins approx. Cert 18. 
English dubbed 


Anyone expecting a plot in Angel 
Cop 5 - Wrath of the Empire is 
going to be severely disappointed. 
Of course, not many people expect 
a story from this series in the first 
place... 


With half the SSF and the psychic 
vigilante Freya dead, Angel, Asura, 
and Raiden are holed up in the 
research facility with just about 
every SWAT team in Japan trying to 
turn them into Swiss cheese. Raiden 
tools up and trundles outside to 
delete half the army single-handed, 
and Dr Ichihara froths and raves at 
his control boards in best B-movie 
mad scientist tradition. In the dis- 
tance, however, a burning ship 
heads towards the coast, carrying 
the third and most dangerous 
Hunter - Lucifer, probably the most 
destructive psionic since Tetsuo 
Shima, despite her kinky basque and 
furs. 


Raiden goes out to fight Lucifer, 
and battle ensues. In fact, battle has 
been ensuing since the beginning of 
the video: Angel Cop 5 is simply a 
twenty-five minute fight sequence. 
Exponential dialogue takes up no 
more than about five minutes of 
running time. That said, the video 
doesn't set out to do anything else 
but show one almighty punch-up, 
and it does it very well. The anima- 
tion is well up to par, beating many 
newer productions hands down, and 
it’s all exciting and a lot of fun 
(especially the 'headless gunman' 
sequence). There's also the very sat- 
isfying sight of Lucifer finally taking 
some real hits. 


Angel Cop is simplistic, violent, and 
gruesome - and for anyone sick of 
the Sailor Moons and Ah! My 
Goddesses of this world, a real 
tonic. 

PETER J EVANS 


PROJECT 


A-KO 2: 
PLOT OF THE DAITOKUJI 
FINANCIAL GROUP 


Manga Video, MANV 1089, 
45 mins approx, Cert 12. 
English dubbed 


ALIENS remade ALIEN with consid- 
erable success because a new ingre- 
dient - mother love - was intro- 
duced to the mix; A-KO 2 remakes 
A-KO with slightly less success 
because the mix is pretty much as 
before. Not that this is a serious 
complaint; you're still getting a fast- 
paced, funny romp with no holds 
barred and no observable connec- 
tion with reality. It's just that the 
first film was a groundbreaker, and 


after the first time nothing has 
quite the same impact. Once again 
B-Ko is determined to avenge her- 
self on A-Ko for past humiliations 
and secure the affections of C-Ko. 
This time she designs a new ulti- 
mate weapon, but Daddy - a man 
whose every action shows that B-Ko 
really is a chip off the old block - 
steals it for his own nefarious pur- 
poses. Meanwhile Captain 
Napolipolita and D have done their 
best to integrate into human soci- 
ety, but they're homesick, and they 
still haven't quite given up hope of 
getting Princess C-Ko back to their 
own planet. While A-Ko and B-Ko 
slug it out for C-Ko, and Daitokuji 
Senior plots to sell his daughter's 
mecha to the government, every 
nation in the world has spies aboard 
the alien-ship-turned leisure-com- 
plex, just waiting to steal their 
superior technology. There are some 
fabulous moments, like Hikaru 
Daitokuji's appearance in a risque 
copy of his little girl's battle- 
armour, Ayumi-sensei's session at 
the pool and the various cameo 
appearances included for otaku to 
spot. Manga Video have wisely 
taken over the Central Park Media 
dub, which is very well done, 
despite the usual Western problem 
Of voice actresses too old for their 
roles. (Let's be fair, though - no-one 
could ever replace the sublimely 
dotty voice created by Michie 
Tomizawa for the original Japanese 
C-Ko.) RANMA 1/2 dub fans should 
listen out for the voice of the US 
Ranma-chan, Venus Terzo. This tape 
also provides a bonus in the shape 
of CPM's subtitled edits of various 
Japanese music videos, trailers and 
adverts for the video. Worth adding 
to your collection? Yes. As good as 
PROJECT A-KO? No, not really. 
HELEN McCARTHY 


PROJECT 


A-KO 3: 
CINDERELLA RHAPSODY 


Manga Video, MANV 1097, 
56 mins approx, cert 12. 
English dubbed 


From the first frame of the gor- 
geous pre-credit sequence it's obvi- 
ous that this is something special. 
Designed by Yasuomi Umetsu (a 
name familiar from many distin- 
guished works including MEGA- 
ZONE 23 Part 2 and the sublime 
Presence segment of ROBOT CAR- 
NIVAL), the sepia-toned scenes in a 
smoky pool hall show C-Ko as she 
likes to see herself - confident, co- 
ordinated, in control, a winner. But 
it's all a dream, and in the real 
world the small squeaky one faces a 
problem known to many a teenage 
girl. What happens when your best 
friend starts to fancy boys but 
you're just not ready yet? How will 
your friendship change? And what 
happens when boys start taking an 
interest in you? CINDERELLA RHAP- 
SODY encapsulates that period of 


change, when all at once clothes, 
looks and men assume a huge 
importance and old friends can be 
neglected and left behind. Since this 
is PROJECT A-KO, it encapsulates it 
in comic mayhem, but the almost 
elegaic end-of-summer atmosphere 
is still there, underlying the laughs 
and counterpointed by a music 
score which matches the mood of 
each frame to perfection. The ele- 
ment of romance in this story 
comes in the dark, taciturn shape of 
biker Kei. A-Ko fancies him some- 
thing rotten, and gets herself a 
part-time job in a burger bar to pay 
for the dress of her dreams, in 
which she’s sure she will win his 
heart at the grand party to cele- 
brate the opening of the leisure 
complex on the aliens’ starship. B- 
Ko, once again, has to have what A- 
Ko wants, so she’s after Kei too. 
But Kei himself has already given his 
heart - to someone who can’t stand 
him - and at the party the whole 
mess erupts into violence on the 
usual epic scale as A-Ko and B-Ko 
slug it out. The Mayor calls out the 
citizen’s defence group, and Ayumi- 
sensei and her fellow citizens pitch 
in with an assortment of giant 
robots, body armour and deadly 
weaponry that should raise smiles 
and bring back memories among 
fans of sentai shows and older 
anime. (Watch out for other affec- 
tionate tributes in the dress shop 
sequence where A-Ko changes into 
a variety of outfits, including a 
Umetsu minstrel ensemble that 
wouldn't look out of place in any 
New Romantic revival club, and 
slightly less suitable Gojira and King 
Ghidorah suits!) But at the end of 
the evening, it’s C-Ko who gets 
what she wants, as the old alliance 
is restored and she and A-Ko walk 
home together. Another good 
Central Park Media dub is a bonus. 
In fact, the only disappointment is 
the end credit sequence, which 
repeats the images from the end 
credits for PROJECT A-KO 2, 
instead of using the original 
Japanese black-screen credits inter- 
persed with more seductive Umetsu 
sepia images, and ending with a ter- 
rific full-colour shot of our heroines 
mugging for the camera. This is a 
return to the heights of the A-KO 
movie; get it or regret it. 

HELEN McCARTHY 


TENCHI MUYO 


SPECIAL 


THE NIGHT BEFORE THE 
CARNIVAL 


Pioneer, PIO 10012, 
45 mins approx. Cert 12, , 
English dubbed 


| got to review this because our 
revered Editor brought a cuddly 
Ryo-oh-ki home from California and 
thinks its cute presence has serious- 
ly compromised her objectivity 
towards TENCHI MUYO. A bit of 


saucy talk about lovemaking, ide- 
alised nudity and embarrassing 
materialisation in the bathroom 
earned this its 12, but it’s the same 
innocent fun as in the first three 
volumes, a light-hearted, bouncy 
continuation of the Feelgood atmos- 
phere. And that’s the problem. Like 
the KEKKOU KAMEN tape reviewed 
below, it’s very much the mixture as 
before. Aeka and Ryoko are now 
fighting for first place in 55 
life, rather than for ancient family 
wrongs; but Sasami is still being as 
cute as anything, Mihoshi is still sev- 
eral photons short of even the 
nucleus of a braincell, Ryo-oh-ki is 
still carrot crazy and it’s all sweet 
and familiar. The story doesn’t real- 
ly go anywhere - it’s a string of ran- 
dom events, like Mihoshi's trip to 
report back to her superior and 
Wasshu’s mass-production of Ryo- 
oh-ki clone crystals. Many of the 
story threads are left dangling (to 
be pursued later?) but while some 
events have consequences, like the 
household’s running out of carrots 
and the Masaki home being levelled, 
they don’t seem to be leading any- 
where in particular, least of all to a 
carnival, which is never mentioned 
after the title. But since most 
TENCHI MUYO fans don’t want this 
hugely popular OAV series to end, 
that’s sure to be fine by them. The 
art and design are lovely, the music 
fun and the production standards as 
high as ever. It'll tide eager 
Tenchiites over until more OAVs hit 
these shores, but it certainly won't 
stem the flood of Tenchi fever. 
RORY DONNELLY 


KISHIN HEIDAN 


Vol 3 
KISHIN VS PANZER 
KNIGHT PARTS 1 & 2 


Pioneer, PIO 10013, 
61 mins approx.,Cert PG, 
English dubbed 


Two episodes of the series inspired 
by the 30s and 40s on one tape, 
introducing the mighty Panzer 
Knight, the Nazis' version of a giant 
robot. It looks magnificent, like a 
moving statue of a Norse god - but 
then they always did have all the 
best uniforms. The complex plot is 
going even deeper into alternative- 
history territory as we meet the 
great scientist Albert (Einstein), 
who has just developed a new 
defence bomb and scribbles his 
Theory of Relativity on a map of 
Europe for his young Kishin Crops 
protege Bill and Maria Braun. 
Meanwhile the Nazis unveil another 
secret weapon in the sleek shape of 
Hans Lengel, “the Fuhrer’s 
backscratcher”, a lilac-haired, 
power-shouldered Adonis who is a 
prime example of what happens to 
bad bishonen if and when they grow 
up. The slow buildup of character 
detail works to good effect as we 
see unexpected facets in our heroes 
and their foes - Bareho gets a sur- 


prise appearance as a dancer ina 
party scene, and Rinmei is seen to 
be more than a ruthless tool of 
Colonel Shinkai. The production 
Standards of the first two tapes are 
maintained, but the plot, taken 
from Masaki Yamada’s sf novel, is 
so complicated that you'll have to 
concentrate or you'll lose the thread 
completely. Don’t buy this tape until 
you've watched the first two! 
HELEN McCARTHY 


KISHIN HEIDAN 


Vol 4 

STORMING THE BASE OF 
THE ALIEN FOE & 
YOUTH TO THE RESCUE 


Pioneer, PIO 10014, 
60 mins approx.,Cert PG 
English dubbed 


The last volume of this complex 
story has to tie up a number of 
loose ends before it can reach the 
optimistic final shot. One of these 
comes near to finishing off our hero 
as one of the band of orphaned kids 
with whom Taishi used to live 
comes looking for revenge and 
snatches the fourth Kishin module 
to sell to the Kanto Army. The fric- 
tion between Lengel and Shinkai 
worsens and the Colonel has plans 
of his own to ensure it isn’t Hitler 
who rules the world. Meanwhile in 
America, the death of President 
Franklin Roosevelt means that there 
is nothing to stop the USAF drop- 
ping Albert’s new bomb on the 
Nazis’ secret base. Can the Kishin 
Corps fight its way past the Panzer 
Knight, retrieve their stolen module 
and get Taishi’s Kishin operational 
in time to prevent a terrible allaince 
between Nazis and aliens bringing a 
battallion of Panzer Knights online 
and sealing the fate of the world? 
The final episode is packed with 
battle action, from fistfights to 
swordfights, from Nazi supermen in 
giant armour to aliens in 
Messerschmidts, and the titanic 
struggle between three of the 
Kishin Corps and the Panzer Knight 
piloted by the Colonel is the final 
setpiece. The atmosphere of the 
Saturday morning cinema serials of 
the Thirties and Forties is strongly 
maintained, with a number of shots 
referring to classic films and news 
footage of the period. The English 
dub is to Ocean Studios’ usual stan- 
dard, with the main regret being the 
loss of one of our favourite seiyuu, 
the mighty Norio Wakamoto, who 
plays the Colonel on the Japanese 
version - a very good reason to buy 
the laserdisc if and when it comes 
out in the UK. 
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HELEN McCARTHY 


NEW DOMINION 
TANK POLICE 


Part 5 (Act 10) 


Manga Video, MANV 1095, 
30 mins approx. Cert 12. 
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THE JAPANESE ANIMATED 
CYBERPUNK CLASSIC JE 
ENGLISH DIALOGUE -PG 


Evergreen 
Holy 


English dubbed 


All things must come to an end, 
both good and bad. This latest 
Dominion series has been a bit of a 
mixed bag - better than the first 
attempt, but probably not as good 
as it could have been... 


The purpose of the Dai Nippon 
Giken plot is finally revealed, as 
Coldsman prepares the way for a 
rival corporation to step in and take 
control of the leaderless megacorp. 
His plans are marred by the news 
that Mayor Weatherby is still alive, 
so he sends two of his unmanned 
attack mecha to rectify the situa- 
tion. 


Brenten and the tank police sur- 
round the hospital and attempt to 
fend off the inevitable attack, while 
AI and Leona head off in search of 
the mechs’ control station. They 
find the signal emanating from the 
site of a foreign embassy, and are 
forbidden to take any action - not 
something guaranteed to put Leona 
in the best of moods!. She doesn't 
have to wait long, though: Brenten 
succeeds in erasing the attack 
mechs, and Coldsman comes out 
shooting, wounding Al and heading 
off to the airport. Can Leona catch 
up with him before her driver keels 
over from blood loss? What do you 
think? 


As one would expect, the current 
situation is neatly rounded up while 
not actually changing anything. Even 
the potential relationship between 
AI and Leona remains just as poten- 
tial at the end of the series as it 
was at the start, and even our last 
glimpse of the Pumas is simply an 
edit from part 9. Given the previous 
episodes Dominion 10 just about 
lives up to expectations, but by no 
means exceeds them. One for the 
completists. 

PETER J EVANS 


KEKKOU KAMEN 
VOL 2 


East2West, E2W 1004, 
45 mins approx, Cert 18, 
English dubbed. 


Two more adventures of 66 55 
naked avenger, once again translat- 
ed with tongue firmly in cheek by 
Jonathan Clements and overacted 
with gusto by a deranged cast. 
Particular mention must go to the 
voice actor for the second of 
Kekkou's adversaries, a ninja with a 
Polaroid fixation and a severe case 
of Sean Conneryitis, afflicting both 
his voice and his ponytail. His prede- 
cessor is an android schoolgirl 
devised by Principal Tochiz and 
Professor Ben to give their naked 
nemesis her ultimate challenge, and 
the actionseguences in this section 
are almost seriously good; but noth- 
ing is serious about KEKKOU 
KAMEN for long. The only problem 


with this tape is that the first one 
was so fresh, funny and completely 
over the top that it's a hard act to 
follow; more of the same is the 
solution adopted, and while it's still 
a terrific piece of comic parody, it 
can't have quite the same impact. 
But don't miss it on that account - 
Red Dwarf is still almost as funny 
on the fourth repeat, and these new 
adventures of KK are nearly as 
riotous as the first lot. Don't miss 
the singalong subtitles for the deliu- 
berately rhymed-and-scanned song 
translations. 

RORY DONNELLY 


BUBBLEGUM 
CRISIS 4 
REVENGE ROAD 


Anime Projects AP095-010, cert 
PG, 30 mins, English dubbed 


The episode without a Buma has 
Priss and the Knight Sabers pursu- 
ing a classic car enthusiast with a 
grudge against bikers, and demon- 
strates that Mackie is good for 
something apart from leering at the 
girls and driving the van - he's pro- 
duced a superbike cobbled from bits 
and pieces, which conveniently just 
happens to be the only thing fast 
enough to catch JJ Gibson's 
souped-up cybercar and stop him 
from killing himself and his girl- 
friend Naomi. In the end, Priss 
saves the couple and Leon gets to 
stop the car in his usual subtle fash- 
ion after a chase seguence which is 
well up to BGC standards of excite- 
ment. In the end, it's a revenger's 
tragedy - the people most injured 
by Gibson's obsession are himself 
and the innocent and sensitive 
Naomi. The English dub is profes- 
sionally executed although the 
sound mix still seems unbalanced to 
me - knocking the music way back 
takes away some of the crackling 
energy that the original BGC sound- 
track gave to the series, and the 
songs suffer, despite committed 
performaces from the English lan- 
guage singers. Still, BGC purists will 
already have this in Japanese, and 


. those who don't care for subs 


shouldn’t miss the chance to get 
this classic. At £12.99 it’s pricier 
than some 30-minute tapes on the 
market, but you’re paying for quali- 
ty, and despite my own reservations 
about the sound mix | think it’s a 
good buy. 

HELEN McCARTHY 


OH MY GODDESS! 


Episode 4 
EVERGREEN HOLY NIGHT 


Anime Projects, APO95-009, 
cert U, 29 mins, subtitled 


Earlier episodes of this hugely pop- 
ular hit series have sold well in 
Japan, the USA and the UK, and this 
will be no exception. Fujishima’s 


design is presented at its very best, 
with some classic images in the 
opening dream sequence and a high 
standard of animation throughout. 
There are those who find 
Belldandy’s devotion to Keiichi dis- 
tasteful or even subversive, but 
there’s nothing wrong with a girl 
wanting to give up her day job and 
devote her life to her man, even if 
the day job is goddessing; and while 
nobody could accuse Belldandy of 
being terribly bright or forceful, 
she’s sweet, kind-hearted and help- 
ful and makes a change from the 
Feminist heroines of anime like 
BUBBLEGUM CRISIS or BLACK 
MAGIC M-66. Even goddesses can 
be unsure of themselves. In this 
episode a series of wierd and 
destructive incidents indicate that 
bugs are spreading through a portal 
formed by Belldandy and Keiichi's 
physical proximity. Belldandy gets a 
call from her boss telling her it's 
time she came back to Heaven, and 
as word spreads like wildfire 
through Nekomi Tech that she and 
Keiichi are splitting up, Urd and 
Skuld decide to try and help their 
sister follow her heart. The episode 
ends on a cliffhanger, and you'll 
have to wait for episode 5, FOR 
THE LOVE OF GODDESS, for the 
resolution. The end titles are a love- 
ly montage of Fujishima art, show- 
casing some of his most beautiful 
images. This is anime for old-fash- 
ioned romantics and its premise, 
that Love Conquers All but you have 
to suffer first, has been selling nov- 
els for far longer than tv and video 
have been around. OH MY GOD- 
DESS! is evidence that the sugar- 
coated magic of romance survives 
transplanting to new media and can 
appeal to a whole new generation 
of fans. 

HELEN McCARTHY 


RETURN OF THE 
OVERFIEND 1-4 


Kiseki Films, KIS 93043, Cert 
18, 157 mins, English dubbed 


The latest idea from Kiseki is a bud- 
get-priced, space-saving collection 
of all four episodes on one tape. 
You should be able to pick it up for 
around eleven quid. As for the 
review, what is there to say about 
the UROTSUKIDOJI saga that hasn’t 
already been said? Even with the 
grosser parts of Caesar’s semi-reli- 
gious torture orgy and the various 
rape scenes removed, it will still 
upset and offend. That’s what it’s 
for - it should have DESIGNED TO 
SHOCK stamped across the front. 
But the ending suggests there may 
be a point to all this apart from 
exploitation, with Buju and Kyo-O 
heading for a meeting with Chojin 
and an attempt to find out what it’s 
all about, and there are some seri- 
ously thoughtful moments in the 
last episode. Don’t just write it off 
as gore-soaked smut, because you 
could be wrong. | 

RORY DONNELLY 


Kiseki Films, KIS 94045, cert 18, 
126.00 mins, subtitled 


It can't make its mind up if it’s 
cyberadventure, zombie rape horror 
or soapy sex farce; now you've got 
all three episodes on one tape, 
again at a budget price, it ought to 
be easier to see what it’s all about, 
but no way. Episode One has a 
Second World War computer re- 
activated and seriously deviating 
from its programming. Episode 2 
gets the near-obligatory nuclear 
holocaust references out of the 
way. Episode 3 goes completely 
bonkers and turns into a sitcom 
with the King of Hell trying to get 
his son out of Midori’s pants, his 
daughter trying to get into 
Norikazu’s, and the school pervert 
blackmailing his music teacher into 
some strange techniques on the 
keyboard. As a sampler of most 
types of etchi (pervy) video from 
teen-sex to demon rape it’s pretty 
comprehensive. As a series it’s com- 
pletely senseless. As a bit of a 
laugh, it’s good value. Just don’t try 
and get it to make sense. 

RORY DONNELLY 


U.S.A. 
RELEASES 


Orion Home Video, Streamline 
Pictures Video Comics, 90913, 
unrated, 80 mins, English 
dubbed with English language 
closed captions 


For those of you who have bought 
the Manga Video UK release of 
Megazone 23 Part 3, this gives you 
the chance to see the beginning of 
the story. ROBOTECH fans will 
probably already have it, in its edit- 
ed and rewritten version as ROBOT- 
ECH THE MOVIE. It was made way 
back in 1985 but the animation, 
though technically dated, still looks 
fresh, and the design (overseen by 
LUPIN III veteran Noboru Furuse) is 
punchy and powerful in every 
respect. The characters, designed by 
Toshihiro Hirano of ICZER ONE 
fame with help from Yasuomi 
Umetsu, have lots of charm, though 
Mikimoto’s idol singer Eve 
Tokimatsuri is the best of the 
bunch; the mecha are stunning, and 
the battle action holds its own with 
many flashier modern titles. The 


story is a solid science fiction yarn 
in which man, having fought terrible 
wars and almost destroyed his 
world, seems to have reached a 
period of peace and stability; but 
the politicians and powerbrokers are 
deceiving the entire population, and 
the truth of life in 20th-century 
Tokyo is not in any way what it 
seems. Teenager Shogo is drawn 
into the web when a friend, asked 
to test a new experimental bike by 
his company, is casually murdered 
and his. death covered up; but as he 
burrows deeper he begins to discov- 
er that the whole world is fiction. 
Toshihiro Hirano directs with style 
and verve, and the English language 
adaptation by Greg Snegoff and Carl 
Macek has believable, natural- 
sounding dialogue, with the 
Japanese songs left intact. Well 
worth getting, with the closed-cap- 
tion subtitles a bonus. 

HELEN McCARTHY 


Streamline Pictures Video 
Comics, 90018, 95 mins approx, 
English dubbed 


The release of this Harmony Gold 
production gives the West another 
chance to enjoy one of the great 
films of 1986. Despite the alter- 
ations to the story outlined in Chris 
Jackman’s feature in this issue, the 
US edit of WINDARIA, here with 
some of the excised footage 
restored, is a treat. It's gorgeous to 
look at, with Mutsumi Inomata at 
her not inconsiderable best produc- 
ing characters that are varied, 
attractive, and in some cases down- 
right sexy, background paintings of 
sweeping grandeur and a real sense 
of the importance of nature in the 
story conveyed through the design 
and cinematography. Director 
Kunihiko Yuyama has paced his epic 
story well, and the six minutes of 
cuts don’t break the flow. The alle- 
gorical and moral aspects of the 
story and its obviously Fantasy- 
inspired setting have led some 
Western viewers to rate this as a 
childrens’ film (indeed, its UK 
release was on the MY-TV label 
aimed at 5-7 year olds) but it’s real- 
ly too complex for the very young, 
and its uncompromising refusal to 
let any of the characters get away 
with anything may be upsetting for 
some kids. Indeed, the flow of retri- 
bution is what relates it most close- 
ly to real Fairytales, those old, scary, 
Grimms and Perraults, with loss and 
terror and pain under their fantast- 
cially decorated surfaces. Old Caleb 
pays for his sleepiness and careless- 
ness with the guilt of letting his city 
be flooded, not once but twice; the 
Queen of Shadowlands pays for 
absolute power with the lives of her 
husband and son; the would-be spy 
Alan pays for his infidelity with the 
loss of his love; and the royal lovers 
Veronica and Roland pay for betray- 
ing their promises to each other 


with their lives. Pretty stories aren’t 
always easy ones, but classics like 
this are enduring. 

HELEN McCARTHY 


Orion Home Video, Streamline 
Pictures, 91423-TS, not rated, 
80 minutes approx, English 
dubbed with English language 
closed captions. 


Our Western attitude to cartoons is 
that they are for kids; they should 
be lighthearted, funny, allowing for 
some black humour and exaggerat- 
ed signals but ultimately non-threat- 
ening. We expect serious material to 
be treated seriously. BAREFOOT 
GEN is a shock to the system; its 
bright, sunny opening, showing a 
happy family working hard to over- 
come difficult circumstances, and 
presented in a typically light, cheer- 
ful cartoon style, leads us directly 
into a horror story far worse than 
any UROTSUKIDOJI fantasy, because 
it really happened. Then again, 
Hiroshima was like that on 6th 
August 1945; a normal, bright day 
suddenly went dark and everyday 
life was submerged in the script of 
a horror flick with sfx courtesy of 
the cargo of the Enola Gay. There is 
no holding back on the terrible 
effects of the bomb; the huge 
tragedy is reduced to a series of 
easily grasped but hardly compre- 
hended personal events, and 
through the eyes of Gen, his family 
and the survivors he meets we learn 
what surviving a nuclear blast 
means. Yet this is a profoundly opti- 
mistic Film; it is not concerned with 
blaming anyone for what occurred, 
only with showing us why we 
shouldn't let it happen again. As a 
survivor's own account of the 
events, although fictionalised, it has 
enormous historical value and 
should be shown in every school 
and youth group as part of a pro- 
gramme of discussion on this year's 
anniversary and the nuclear prob- 
lem; as a piece of film-making it is 
adventurous; as a release in the 
50th anniversary year of the events 
it chronicles it is brave and timely; 
as a tribute to the medium’s ability 
to treat a serious matter as it 
deserves it’s exemplary. Of course 
you should buy a copy. 

HELEN McCARTHY 
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Jonathan Clements reviews the current 
crop Of Hiroshima cash-ins 


Life can throw some funny things in your direction, 
can't it? One day you're a worthy soul turning out 
Fiction which no-one really reads. Then the next 
moment, BANG! Somebody in Sweden says they 
like your stuff and suddenly you're a personality. In 
1994 it happened to Kenzaburo Oe, and the tide 
of Oemania has been breaking ever since. This isn't 
of much concern to yours truly, who doesn't have 
much time for Mr Oe's literary fiction. And | doubt 
Oe will lose any sleep over me either. 


One of the most interesting bits of Oemobilia 
around at the moment is a little book from 
Kodansha called Japan, the Ambiguous and Myself. 
This beautifully-designed package contains tran- 
scripts of several speeches, including Oe's Nobel 
acceptance, and it provides plenty of insight into 
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Oe the Writer. He comes across as a bit of a fossil, 
concerned that the youth of today are too busy 
reading trash to partake of great literature. It 
reads very much like a 'kids-today-don t-know- 
they re-born' rant, but contains interesting com- 
ments on the death rattle of the literary school 
that produced Oe and his ilk. Oe has genuine polit- 
ical concerns about the apathy of modern intellec- 
tuals, and it is difficult to argue with him. He is 
worried about the current preference for 'enter- 
tainment’ before ‘education’, and the gradual 
demise of the literary magazines that gave birth to 
his style of authorship. Modern intellectuals, he 
moans, spend all their time reading Haruki 
Murakami and Banana Yoshimoto. Why oh why 
can't they read proper writers likeYuko Tsushima? 
Maybe it's because readers today have better 
things to do than watch literary paint dry. 


Then again, at least Oe stands by his guns. Back in 
the 605 he was on the far-right hit list after daring 
to write a tale about a Japanese revolution. He's 
never really agreed with the Imperial system, a 
fact which people tended to forget during his later 
novels about rearing a handicapped child, but 
which recently came to the fore again. Upon win- 
ning the Nobel Prize, he reminded the Japanese of 
his political conviction by turning down an Imperial 
citation; now that takes guts. 


Hiroshima Notes is a veritable megaton of guts on 
Oe's part, since it is unlikely to be received too 
well at the moment. It was written in the 19605, 
but has been rushed out with a 1995 introduction 
tacked on in an attempt to gloss over some of the 
more obvious loopholes. Hiroshima Notes is, on 
the surface, a plea against war, issued in the name 
of its innocent victims. Some of Japan's worst war 
criminals got away with seven years in jail, where- 
as those civilians who happened to be in a certain 


place at a certain time have received life sentences 
of illness and mutation. Most tragically, there are 
those who were not even born in 1945, who are 
forced to carry their parents’ folly in their genes. 
Then again, there are many Allied veterans alive 
today who would have been killed if Japan had 
been taken by conventional means. Should they 
have died to spare the inhabitants of Hiroshima 
and Nagasaki? Would you be reading this today if 
Grandfather had been killed at the Siege of 
Yokohama? This is a guestion rarely asked in the 
politically-correct circles, and it is not one that Oe 
wants to consider. Oe is Japanese, writing original- 
ly for a Japanese audience, and as such he smacks 
straight into the cultural wall that is known 
euphemistically as the ‘textbook problem’. Others 
have found less polite ways to describe it, and as 
VJ-day approaches, it will doubtless receive wider 
Coverage in the western media. 


According to Japanese schoolbooks, Manchuria 
wasn't ‘invaded’. Instead, the Japanese forces 'pro- 
gressed' into it, rather as one might 'progress' into 
the drawing room. Similarly, what we call the 'rape 
of Nanking' is dismissed as 'a few deaths' upon 
the capture of that city. In its own way, Hiroshima 
Notes suffers from the same problem. It is likely 
that Oe had no choice, since the 'textbook prob- 
lem' is a difficult wall to breach without running 
into trouble with the censor. So, Hiroshima begins 
for Oe in August 1945. His narrative of death and 
anguish begins with the appearance of the bomber 
in the sky, as if it were conjured out of thin air. It 
could be argued that the war is not Oe's concern, 
rather that he aims to display the horrors of a 
nuclear holocaust, and the terrible damage thai 
such powers can do to generations unborn. 
Hiroshima was a powerful, revelatory influence on 
Oe's life; when his life was at its lowest ebb, a 
chance visit to Hiroshima inspired him to pull him- 


self together and count his blessings. For this rea- 
son, he writes a very moving testimony of the sur- 
vivors’ story, but one which will leave a lot of 
western readers cold. 


Hiroshima did not begin in August 1945 for those 
who live outside Japan. Some would say it began 
in 1941, with Pearl Harbour. Even more might 
argue that Hiroshima began in 1937, in Manchuria. 
Oe makes no mention of these incidents; indeed, 
his thoughts on the Allied plan of action are rather 
patronising. He suggests the Allied powers decided 
to use the bomb on Japan because the Japanese 
were thought to be strong enough to survive it. 
This is rubbish. Even under the harshest analysis of 
realpolitik, the Allies dropped the bomb because it 
would save Allied lives. Without the bomb, the 
devastation of Okinawa and Iwo Jima might have 
flashed across the whole of Japan, killing even 
more on both sides. Oe secretly knows this, or if 
he doesn't he ignores his own evidence in 
Hiroshima Notes. In one chapter, he attempts a 
moving tale and puts his PC foot right in it. As the 
bomb went off, a man was blinded in one eye as 
he sat writing in his diary. But he was writing of 
his day's labour, the sharpening of 300 bamboo 
spears. | doubt very much whether the Allied sol- 
diers he was hoping to impale, or indeed their 
families, would regard the plight of such a man 
with any sympathy. Oe, however, expects us to 
shake our heads and join with him as he calls for 
no more Hiroshimas. Are far as the Japanese are 
concerned, that's very easy. They just have to 
make sure there are no more Nankings. 


Meanwhile, on the other side of the fence, we 
have Codename Downfall: The Secret Plan to 
Invade Japan. It's always a bit suspicious when a 
book by two Americans receives its first publica- 
tion in the UK, but then again, for all we know the 
States have already had their quota of WW2 stud- 
ies this year. Released scant weeks before the fifti- 
eth anniversary of VJ-Day, Codename Downfall is a 
pre-emptive strike against much of the anti- 
Hiroshima campaigners. Or at least, that's what it 
would like to be. Actually it's just another book 
about the war in the Pacific, albeit a rather good 
one. The controversial packaging has been calculat- 
ed to hit the consumer where it hurts, right in the 
zeitgeist. 


The blurb on the book is slightly misleading, since 
it doesn't really say anything new about the 
planned invasion of Japan. This is, of course, 
because it never took place, and there is only so 
much mileage you can get out of a 'first we'll do 
this, then maybe we'll follow with that’ hypothesis. 
Instead, authors Allen and Polmar concentrate on 
blow-by-blow account of the campaign, which they 
use to illustrate the attitude of the Allied forces 
towards their enemies. This in itself is fascinating 
and rich in detail. One of the authors' tangents 
reveals that news of many Japanese war crimes 
was suppressed until after the war, in order to 
keep American soldiers from escalating tit-for-tat 
atrocities. Another section provides an alarming 
account of the Allied attitude towards chemical 
and bacteriological warfare, debunking the myth of 
the Allies as whiter-than-white adherents to the 
Geneva accords. 


While much of the anecdotal tangents are interest- 
ing, a couple of rather important ones have been 
missed out. On the first page, the authors run 
through the events of Pearl Harbour, and add that, 
a considerable while later "...US Army aircraft in 
the Philippines were virtually wiped out by another 
surprise attack." How many 'surprises' did the 
Allied forces need before they realised the 
Japanese at war? Codename Downfall admits that 
Japan had been viewed as a potential enemy for 
over thirty years, but does not delve into suspi- 
cions that Pearl Harbour was allowed to happen by 


Allied power-mongers. In chapter 2, the authors 
relate Nimitz's use of code-breakers in the defence 
of Port Moresby, but do not think to ask why 
these handy chaps weren't put to good use a 
month earlier, saving American lives in Hawaii. 


It is an excellent popular account of the later 
Pacific Campaign, and while it does include a sin- 
gle chapter on Operation Downfall, it remains criti- 
cal of the 'virtual' statistics supplied by military 
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commanders. MacArthur predicts heavy losses, 
then backtracks when he realises he might be 
denied the chance to invade the Japanese main- 
land. Obviously there would have been substantial 
losses on both sides, but merely knowing where 
those losses might be suffered adds little to the 
argument for dropping the Bomb. 


The argument, then as now, remains founded upon 
extrapolations of losses in Okinawa, where the 
Allied forces suffered 39,000 casualties, applied to 
a similar assault on Japan proper. The authors add 
anecdotal evidence on the Japanese will to resist, 
which is hardly earth-shattering. Much of it is 
along the lines of guotes from interrogations with 
random Japanese officers: “Would you have used 
the atom bomb on us if you had it?’ ‘Sure,’ comes 
the reply from a nameless officer. Even though in 
my case they are preaching to the converted, Allen 
and Polmar’s thesis does not provide conclusive 
proof of the need for Hiroshima. They merely reit- 
erate that the rationale for Hiroshima and 
Nagasaki remains subjective and time-sensitive. 
Furthermore, the book remains very much a 
defence of the decision to use the Bombs, and 
seems to gloss over the major arguments against 
it. There is, for example, little coverage of the 
after-effects of radiation poisoning, which were 
known at the time but suppressed until the mid- 
50s. Treatment of the allegation that Hiroshima 
was really the first shot of the Cold War with the 
Soviet Union, is also conspicuous in its absence. 
The only real objection that the book raises is the 
use of strategic weapons against civilian targets, 
and this is easily dismissed in the light of 
Shanghai, London and Dresden, all of which had 
already broken the 1918 treaty on air war. 


Allen and Polmar do provide much evidence of the 
American state of mind at the time, and are very 
good on the gradual discovery of Japanese fanati- 
cism and war crimes. This includes an account of 
the American experience of previous Japanese ‘sur- 
renders’, many of which were traps, which shows 
why there was a perceived need for Japan’s total 
subjugation. However, although the authors have 
made use of Japanese sources, the references and 
bibliography remain heavily weighted towards the 
English-language. They are hindered in their quest 
by the ‘textbook problem’ in Japan, which still 
makes research difficult, and probably by the nat- 
ural reluctance of their Japanese interviewees to 
discuss their attitude towards suicidal resistance at 
the time of the surrender. Tucked away on the 
final page of the bibliography is Dean Vander 
Linde’s unpublished MA thesis on Operation 
Downfall, and although it is hardly mentioned in 
the references, | imagine that this has been a 
major source for the book’s central chapter. The 
rest of it has been cobbled together from older 
sources, with, admittedly some new data from 
previously-classified American documents. But to 
their credit, the authors have provided comprehen- 
sive references, and a refreshingly humble 
acknowledgement to those researchers who paved 
the way for them. Despite its rather contrived 
pedigree, Codename Downfall remains one of the 
most readable and informative accounts of the war 
in the Pacific. Unlike the many dry textbooks which 
it plunders, it is highly accessible to the lay reader, 
and gripping to the extent that this reviewer read 
it in one eight-hour sitting. The dust-jacket 
promises proof that '...the bomb had to be 
dropped...', but this is mere hype to put the book 
ahead of the many other 1945 cash-ins on that are 
currently hitting reviewers’ doormats. What the 
blurb ought to promise is a page-turning tale of 
the fall of Japan, which goes some way towards 
demonstrating the reasoning which 
led to the fateful trip of the Enola 
Gay. May | suggest that someone 
send a copy to Mr Oe? He would find 
it to be an illuminating read. 
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Dear Helen, 

Congratulations on your new ANIME 
FX magazine, it is a great improve- 
ment on the already brilliant ANIME 
UK. | have just bought ANIME FX 
issue 5, and after reading ANIMAIL 
section | was especially interested 
by Phil Halliwell's comments on 
Manga Video abolishing their ideas 
to release the RANMA 1⁄2 videos 
and the type of videos they are 
releasing. | agree with Phil. RANMA 
1/2 is one of the most popular and 
successful anime to date. Even peo- 
ple who know very little about 
anime will certainly know about 
RANMA 1⁄2. You explained about 
the problems of releasing long 
series and the commitment 
involved, but what about 
AnimEigo's/Anime Projects’ commit- 
ment to release all 196 episodes of 
the famous URUSEI YATSURA, and 
on top of that the release of the 
five movies? This roughly totals 
5400 minutes of astounding enter- 
tainment, or over 80 hours. You 
said that it would cost a lot to 
release RANMA 1/2, but I'm sure 
that the immense popularity of the 
title would more than profit MV. 

I agree with Phil Halliwell that MV 
are not giving their fans what they 
are asking for. Also, why is it that 
Manga Entertainment US release 
videos in both subtitled and dubbed 
format, while M.E. UK only release 
dubbed videos? Another thing is 
that MV seem to be stuck on one 
genre lately, SF. They haven't 
released many martial arts videos or 
many comedy titles or even horror. 
| am not trying to say that MV are 
the worst company releasing videos; 
they are in fact the best, and if it 
wasn't for MV anime would not 
even have entered in Britain. They 
have released brilliant anime with 
brilliant dubs such as FIST OF THE 
NORTH STAR, UROTSUKIDOJI and 
MACROSS PLUS. | am saying that 
they should release videos that peo- 
ple want and not videos that people 
haven't heard of. Finally, MV 
released a couple of video in 
widescreen. Is it possible that they 
will release more videos in this for- 
mat? And is it possible that you will 
do a thorough review of URUSEI 
YATSURA like you did on DRAG- 
ONBALL /DBZ? Thank you! 
AMARDEEP BAINS, 

Hounslow, Middx, England. 


HELEN : MV must be releasing 
videos that some people want - or 
they wouldn t sell any tapes. Maybe 
they aren't releasing all the ones 
you or Phil or other fans want, but 
even a very rich and successful com- 
pany can't do everything. And as for 
“videos that people haven't heard 
of”, the amount of anime released 
in Japan is so huge that most peo- 
ple haven't heard of more than 10% 
of it; yet much of the stuff that 
doesn't get hyped on the fan circuit 
is worth seeing. But all you 
Ranmaniacs out there can be sure 
of one thing - if you convince the 
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British video industry that RANMA 
1/2 will make money, it will eventu- 
ally get a UK release. As for 
widescreen releases, neither MV nor 
anyone else can release a title on 
widescreen unless it's actually been 
made that way. TV series and OAV 
series aren't. And yes, we are con- 
sidering a big UY overview - but 
something as detailed as our DBZ 
feature takes a lot of translating, 
writing, and planning, so it may 
take us a while! 


Dear Helen, 

I’m writing in reply to Phil 
Halliwell's letter regarding Manga 
Video and their rights to RANMA 
1/2. Like Phil, | was tired and angry 
at MV for not releasing RANMA in 
this country; mostly because | was 
tired of trying to decipher the subti- 
tles of increasingly bad copies of 
fan subs, but also because RANMA 
really turned me towards what | 
think is the softer, better side of 
anime as opposed to MV's and 
Kiseki’s OVERFIEND series et al. So, 
| decided to write a letter to MV, 
pointing out all the plus points (etc) 
about releasing RANMA in this 
country. 


| got a reply from David Jerrom 
three months after | sent off the 
letter, which was nice because | 
wasn't really expecting one! But, 
the thing that really took me by sur- 
prise was that David stated that MV 
DID NOT pick up the license; a 
computer game company did. 


My guess is that this computer 
game company is Ocean, but don't 
quote me on that. | think it may be 
them because they released the 
RANMA 1/2 SNES video game in the 
UK (but with American voices and 
French TV names - WHY?!? But 
that’s another story, | guess!) | have 
heard rumours that Ocean have the 
rights to release the third RANMA 
SNES game (“Hard Battle”) in the 
UK, but | don’t think anything has 
been finalised yet. 


The thing that really bugs me is why 
hasn’t anything been said by MV 
after the report in the Newsline sec- 
tion of (old) AUK #13? Is it up to 
fans like myself to ask for info, 
spread it all around only to be faced 
with accusations of being a gossip 
with no concrete proof? Why hasn’t 
whoever it is bought the rights said 
anything? 


The whole thing has been bugging 
me for ages, and | was wondering if 
anyone else out there knew of any- 
thing similar to what David told me? 
[Sigh!] It’s tough being a RANMA 
fan in the UK! Right now I’m off to 
draw, maybe it will ease the pain 
after reading in the last Xmas issue 
of Animerica that the RANMA 
manga serialisation is coming to a 
stop in Japan soon... hidoi, ne? 
(trans : horrible, eh?) 
LAURA ‘C-KO’ WATTON, 
Halesown, West 
Midlands, 
England. 


Ranma 1/2: The mystery deepens 


HELEN : Thanks for throwing some 
light on the story, Laura. 
Unfortunately that quote from 
Laurence Guinness’ AUKcon platform 
appearance in AUK #13 was the 
last time we got any information 
from MEL. However we telephoned 
Ocean Software (on 21st August 
95) and they say they haven't 
acguired the RANMA video rights. 
So the mystery deepens! Anyone out 
there got any more information/ 
rumour/wild gossip? 


Dear ANIME FX, 

Konnichiwa! | have just read Vol 1 
#4 (New Series) where you talk 
about PATLABOR the anime and 
manga series and say that there are 
no Western companies that are try- 
ing to show the PATLABOR TV 
series. (They’re not intelligent 
enough?) 


Guess what? Here in the Philippines 
one TV station has just recently 
launched the PATLABOR TV series! 
(It just started, on August 3 1995.) 
But the only difference is ... that it 
is a Filipino version! The language 
used is Filipino. Some of the charac- 
ters names are changed (like, from 
Noa Izumi to Nova Santiago). Well, 
even though it is in Filipino, | can 
give it a thumbs-up! And be proud 
of being able to watch the PATLA- 
BOR TV series (for the first time in 
all Asian countries, except Japan). 


So, those PATLABOR series fans, 
Start studying and read and speak 
Filipino if you want to watch the TV 
series here in the Philippines. Thank 
you very much! And more power! 
JOHN JOSEPH GUCE, 

Pasig City, Philippines. 


HELEN : So come on, NBC and 
BBC2, what do we have to do to 
get this fabulous, funny, well-script- 
ed, action-packed, characterful 
series on Western TV screens? Beg? 
Take over the building with armed 
guerrillas? Get an anime fan 
appointed as Director General? Just 
tell US... 


Dear ANIME FX, 

Well done! | must congratulate you 
on the production of an excellent 
magazine. | was especially happy 
when ANIME UK #4 caught my eye 
in a local supermarket! Words could 
not describe my expression while 
waiting to pay at the check-out! 

| have a question for you : judging 
from my address, could you tell me 
the location of a good nearby comic 
shop? It’s just that my local empori- 
um recently closed down and | don’t 
like the look of mail order. 

See you later, 

STEPHEN J. CROSS, Trimdon 
Grange, Co. Durham, UK 


HELEN : Sorry, but 1 never recom- 
mend shops I haven't tried personal- 
ly, and having lived in London for 
the last 20 years my acquaintance 
with the comic shops of County 
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Durham can only be described as 
non-existent. Have a look in 
COMICS INTERNATIONAL, which 
lists comic shops all over the coun- 
try. Maybe other readers who know 
of good shops could write in and let 
us know about them? But don’t 
write off the idea of mail order - 
some shops are very good and offer 
an excellent, reliable service. | can 
personally recommend a few - 
Sheffield Space Centre, 33 The 
Wicker, Sheffield S6 8HS, Forbidden 
Planet Mail Order, 71 New Oxford 
St., London WC1, and Anime 
Projects, 19 High Street, Bangor, 
Gwynedd, LL57 1NP, help cus- 
tomers all over Europe; and Nikaku 
Animart at 615 N 6th St., San Jose, 
CA, USA, offers the best mail order 
service I’ve ever encountered and 
has been used by many, many 
European fans with good results. 


Dear Helen, 

I plan to start a new German lan- 
guage Fanzine. Do you have any 
suggestions whom | should contact 
to get information from Japan? (1 
know. The best way is to read 
ANIME FX every month. What more 
information could | want??) 

Also can you tell me where | can get 
copies of the IRONFIST CHINMI 
manga you told your readers about 

in issue 4? 

Keep up the good work!! 
MICHAEL HIRTZY, 

Eggersdorf, Austria. 


HELEN : Far and away the best 
way to get up-to-the-minute 
Japanese information is, of course, 
to read the Japanese magazines like 
NEWTYPE, ANIMAGE and ANIME V. 
But if you don’t read Japanese, it 
can be a problem unless you can 
find a Japanese friend to help you. 
Your local college or university 
might be able to help you find a lin- 
guist who would work with you, or 
use our columns to find a Japanese- 
speaking penpal. The Internet is 
also a good source of anime infor- 
mation, though you have to dig 
through a lot of opinion and debate 
to find the facts! Check out 
rec.arts.anime and the various 
anime bulletin boards (the Miyazaki 
bbs comes highly recommended). As 
for IRONFIST CHINMI, 1 don’t know 
if the publishers have made an 
arrangement for distribution in 
Europe, but you can write to them 
and find out. They are Bloomsbury 
Publishing Plc, 2 Soho Square, 
London W1V 6HB, UK. 


Dear ANIME FX, 

1 am an avid reader of your most 
excellent magazine and was happy 
to find the Top 10 Japanese comix 
survey printed recently. Could you 
please tell me where | could get 
either a first edition, and the rest of 
the series, or any first volume books 
of any of the Top Ten - eg URUSEI 
YATSURA Vol 1 or issue 1? 

THE MYSTERIOUS CITIES OF GOLD 
and ULYSSES 31 were my first 


experiences of anime, not to men- 
tion two of the best series l've ever 
seen. | was just wondering if either 
series was available to buy on video, 
and if so, when, where, which, 
what, how?? 


I think I’m in love with Lum! Is this a 
common problem? 

JONATHAN EDWARDS, 
Birmingham, W. Midlands, UK 


HELEN : /f | knew where you could 
geta first edition of BLACK JACK, 
ROSE OF VERSALLES or GLASS 
MASK, I'd be there myself! All those 
comics are classics and first editions 
are scarce and expensive. However 
many classic manga get reprinted, 
so your best bet is to go to å 
Japanese bookshop and ask the 
staff if they have reprints of the 
titles and authors you want. You 
could try BOOKS NIPPON, 64-66 
St. Paul's Churchyard, London EC4, 
or BOOKS ASAHIYA, Yaohan Plaza, 
399 Edgware Road, Colindale, 
London NW9. For translated 
manga, you could contact the shops 
I recommended to Stephen Cross in 
my reply to his letter, above. 12 
episodes of ULYSSES 31 were avail- 
able on the RCA Columbia Pictures 
International video a couple of 
years back. You might still pick up a 
tape in a video shop, Woolworths or 
Smiths - ask in your local shops if 
they still have a copy. As for being 
in love with Lum, it's only a problem 
for about 5096 of Western male 
anime fans. The other 50% quite 
enjoy the sensation. 


Dear Helen, 

This is a desperate plea from a des- 
perate Guernseyman. | have to get 
in touch with Laura Taylor (ANI- 
MAIL, issue 4). Like her | am a 
fanatical GUYVER fan, and until 
reading her letter | thought | was 
the only one like me in the world. 
So, Laura, if you are reading this, 
please please get in touch with me 
so we can talk about THE GUYVER. 
Yours Bio-Boosting, 

JAMES ANGELL, Miromar, Les 
Effards, St. Sampsons, Guernsey, 
C.I., GY2 ۱۰. 

(full address printed at his request) 


HELEN : 7HE GUYVER is one of the 
best-selling anime videos in the UK, 
so you can’t be alone, James! I hope 
Laura gets in touch with you, and 
I'm sure other GUYVER fans will do 
the same. Maybe you could start up 
your own GUYVER fanzine - there 
are certainly plenty of GUYVER fans 
out there! 


Dear Helen, 

| am responding to Harley Sagar's 
letter (issue 4, new series). How can 
anybody be so naive! It shocks me 
to find such a closed-minded point 
of view coming from an 
anime/manga fan. l've been into 
anime and manga for over a year- 
and-a-half, and if it wasn't for mag- 
azines such as AFX and Manga 


Mania | wouldn't have known where 


to start (and | thank you for helping 
me to do so). When referring to 
"people who like THE GUYVER and 
stuff", does Harley mean that THE 
GUYVER is not "real" anime, and 
that fans of it are not “real” 
anime/manga fans? Then what is 
"real" anime/manga and what con- 
stitutes a "real" anime/manga fan. 
Also, on the point about people 
being introduced to anime by your 
magazine, why not? Even the 
Japanese have to be introduced in 
one way or another! | hope | haven't 
gone too far over the top with this 
letter, but | am really enraged by 
people who want everybody to con- 
form to their elitist ideals when it 
comes to their interests. 

Mata ne, 

BRIAN TODD, 

Monteith, Dundee, Scotland 


HELEN : Far from going too far 
over the top, Brian, yours was the 
mildest of several letters responding 
to Harley's comments. It's amazing 
how many people are willing to pro- 
pose murder in the name of toler- 
ance ... But as for THE GUYVER, it 
was made in Japan by the 
Japanese, so it is, definitely, "real" 
anime. And a "real" anime/manga 
fan is anyone who likes Japanese 
animation and comics. That's my 
view, anyway. 


Dear Helen, 

American cyberpunk and Japanese 
SF have always been radically differ- 
ent beasts, since Gibson et al. were 
largely elaborating an American per- 
spective on Japan's burgeoning 
industrial and technological pre-emi- 
nence, in stark contrast with 
America's precipitate economic and 
social decline. Must anime cyber- 
punk remain an oxymoron, then? 
The enduring recession, ubiquitous 
political corruption and genocidal 
antics of various millenarian fudge- 
heads would appear to make 
Nineties' Japan an environment 


entirely conducive to the. production 
of cyberpunk science fictions. Wait 
and see, | say. 


Love the giant monster stuff. I’ve 
heard a rumour that the next 
prospective ALIENS movie has the 
wee beasties being brought down 
to Earth to an Alienworld theme 
park somewhere in Tokyo. They 
don't stay captive for long, of 
course. Giger's Alien in GODZILLA 
country; makes the mouth water, 
doesn't it? 


Sega Saturn and Sony Playstation, 
but wherefore anime on CD? | think 
we should be told. 

Keep turning heads, 

VESPALUUS, Walsall, W. Midlands, 
UK. 


HELEN : We'll do our best... 


Dear ANIME FX, 

| have a big problem. | love DRAG- 
ONBALL, | have cards, posters and 
books but they are all in Cantonese 
or Japanese. | need a few videos, 
preferably in English or subtitled, at 
any price, and so long as it is legal 
to have them. | am VERY desperate, 
PLEASE PLEASE PLEASE can you 
tell me where | can get them? also 
will the books ever come out in 
English? PLEASE HELP! 

BARRY HAYCOCK, 

Aldershot, UK 


HELEN : At present it is impossible 
to buy a video of the DRAGONBALL 
TV series or movies legally in the UK 
because no-one is licensed to sell 
such videos in the UK, and the BBFC 
have not certificated the title for UK 
distribution. Any videos offered for 
sale with English dubbing or subti- 
tles are bootlegs UNLESS you can 
find that rare Malaysian tape men- 
tioned a couple of issues back at a 
car boot sale, which is about as 
likely as Bulma turning up on your 
doorstep for a date. The only excep- 
tion are tapes dubbed in Hong Kong 


` 


Dear Helen, 

I've been meaning to write to you 
for some time now regarding a few 
issues. I'm not the one to bash on 
subtitled release material as | myself 
prefer subs to dubs as | love to lis- 
ten to Japanese voices, which helps 
me to learn and understand 
Japanese better and in turn helps 
my pronunciation of Japanese 
words. But the recent releases by 
Western Connection could have 
been a lot better, for example the 
timing was off the majority of the 
time and at first | was wondering if 
it was me or the video as | ended 
up rewinding sections of the tape 
all the time (very annoying). As to 
Kiseki's videos, | personally would 
have preferred open caption subti- 
tles with a clearer use of colours for 
different situations, eg AnimEigo, 
who have the best commercial 
release subtitles yet (keep up the 
good work!), TOP O NERAE GUN- 
BUSTER, and the MACROSS PLUS 
Subtitled version released only in 
America (not fair, | had to import 
mine via a friend).Why don’t Manga 
Video do the same in the UK as 
well? This is a mystery which we 
might never know, or so obvious it 
isn’t worth answering - money grab- 
bers, spit, boo. 


Close caption subs just get in the 
way of the animation , eg PLASTIC 
LITTLE and MACROSS DO YOU 
REMEMBER LOVE, as these both 
have some amazing animation 
sequences. But back to Western 
Connection subs before | get even 
more sidetracked on the pros and 
cons of Manga Video .....errrr..... 
(They released some good dubs 
recently; even | was impressed with 
MACROSS PLUS, but this was 
dubbed by the Americans ex-LA 
Hero; a bit of food for thought, 
eh?) 


It doesn't take that much more time 
or staff to subtitle something (well, 
OK, it does take a lot of time) but 
Western Connection could at least 
have checked it a few more times 
regarding the timing, as they only 
have to sit down and watch it again 
and make any final corrections. To 
be honest, it started to look like a 
bad fan sub at the end of IDOL 
DEFENCE BAND HUMMINGBIRD. In 
fact, | think that the fans could do a 


better subtitled version than they 
did. | hope that Western Connection 
improve, in which case l'Il continue 
to support them. 


For those who don't already know, 
Fanzine Animovement is running a 
petition to get KIMAGURE ORANGE 
ROAD TV episodes released from 
AnimEigo. Robert Woodhead of 
AnimEigo said that they would 
reguire a thousand buyers in order 
to go to the expense of releasing it. 
Animovement hopes to get 1000 
signatures on its petition by the end 
of the year, with the help of clubs, 
doing surveys at conventions, and of 
their members. For more informa- 
tion contact Randy Navarro, 8520 
Sturbridge Circle West, Jacksonville, 
FL 32244-5797, USA; or write to 
Kei Seabrook, 16 Coromandel, 
Abingdon, Oxford, 0X14 5OG, UK, 
and he will pass petitions on to 
Randy. (Please enclose ssaes or IRCs 
if you want a reply.) 

C-Ya, 

BILLY MAN, 

Abingdon, Oxford, England. 


Dear Helen, 

I'm a 17 year old student from 
England and | am sitting down writ- 
ing this on VJ Day,. Whilst watching 
the news and after seeing the 
Japanese President humbly apolo- 
gise for crimes that his country 
committed in World War Il, | picked 
up a tabloid newspaper with a sup- 
plement about VJ Day inside, and | 
was so angry and disgusted at the 
comments. Some of the veterans 
were saying “Japs are vermin, | 
would never shake hands with one”. 
But what worried me was when one 
of them said we didn't drop enough 
bombs. Well, maybe we dropped 
two too many. We may have saved 
500,000 lives, but is it worth it to 
make a world live in fear for nearly 
50 years of the nuclear nightmare? 


Is it worth punishing generation 
after generation of a nation that has 
apologised? What more can they do 
to make the world recognise their 
sincerity? They are obviously deeply 
ashamed, and why should Japanese 
youth be burdened with the mis- 
takes of another generation? The 
world forgave Germany - why not 
Japan? Why can't the world forgive 
and forget - that is, forget the guilt 
imposed upon Japan by an older 
generation, but not the lessons 


e 7. 7 i 
We couldn’t resist it! Here are a few more shots from the live action DRAGONBALL: 


THE MAGIC BEGINS as featured in last months ‘LIVE N’ KICKING (Released in the UK 
by Columbia-Tristar who supplied the pics. Thanks to Tony Clark!) 


learned by the horror of Hiroshima 
and Nagasaki. 


| hope this letter is not too contro- 
versial to print. Please print it as | 
feel it is an important issue, and 
one that l feel strongly about. If you 
do print this, could you please print 
my address in case anyone wants to 
write to me. 

LEE McNAMARA, 

89 Green Street, March, Cambs., 
PE15 9DZ, England. 


more ود‎ anime ` and ومون‎ 0 


o be released over here. Companies | 


. the mustard. That isn't to say | 

. don't love these titles - they are 

. two of my alltime favourites - but - 
. they aren't “girly” enough. 

Something like ORANGE ROAD, 
MARMALADE BOY or SAILOR 

- MOON would really go down a treat 

over here. Not only would it make 

many a devoted otaku very happy, 

but it would get more females into 

anime. 


You might think "What's wrong with 
URUSEI YATSURA? It's got romance 
and humour, why don't girls like 
that?" | can tell you exactly why. | 
go to an all-girls school, and a while 
back | took some anime nick-naks in 
to show my classmates. Among 


| write to: Doll Magazine, Avalon Court, Star Road, 
Partridge Green, West Sussex 
RH13 8RY or call us on 01403 71151 1, 
| or fax us on 01403 711521 
| with your credit credit details. 
| Major credit cards accepted. 
Single issues: UK £3.75; Europe $5.25; Rest of World £6.50; 
US $7.50; Canada $9 (US funds only). 
Subscription: UK £15; Europe £21; Rest of World £27; 
US $30; Canada mo (US funds 4 


ave tried to cater for girls with the | 
| kes of TENCHI MUYO! and URUSEI ` | 
YATSURA, but this doesn't really cut | 


MA p 
| Brought to you by the publishers of top 
| selling magazines like Dolls House World, 
The Home Miniaturist and Teddy Bear Times - 
Doll Magazine is a guarterly, glossy, A4 title 
packed with wonderful colour pictures, coverir;' 
everything from reproduction dolls to a š 
dolls, including artist dolls. 

| The twelfth great issue is out now. 


| | If you would like a copy or subscription please 


Girls feel threatened by these beau- 
tiful women with their perfect fig- 
ures and gorgeous boyfriends 
because they're jealous of their,well 
. perfection. Whereas heroines 
such as Sailor Moon or Miki from 
MARMALADE BOY are much easier 
to relate to. Okay, so they're pretty 
too, but what they go through is 
what real teenage girls experience - 
boy troubles, schoolwork problems, 


. JUST SEVENTEEN encourages ids 

_ to be sassy, go-for-it, girls-with- 
attitude types, so why wouldn't its. 
readers relate to BUBBLEGUM CRI- 


Pictures, used to aen | 
. MUYO in their favourite teen — 


SIS? Females admire Thelma and 
Louise, so why not Priss and Nene? 
Telling females it's a video where 
four sussed chicks fight to save the 
world would intrigue so many 
teenage girls. They'd be singing 
“Konya wá Hurricane” in no time. 
“Softer” anime promoted in the 
right place could definitely boost 
the female otaku population. 


Those girl-fans already out there - 
take note. Anime may be a male- 
dominated area right now, but don't 


ISSUE POUR  ACTUMN ده‎ 


be afraid of what you are. So there 

aren't many female otaku out there; 
that just makes us more special. So 
don't just sit back, stand up and be 
counted. Female fandom is here to 

stay. 


Sun-Yi see her in the 


latest issue of Doll 
Magazine 


Latest issues 
reviewed by our Editor 


is the last issue - 
as of #6 it'll change its name to 
ANIMURA which editor Andrew 
Salter translates as “The Anime 
Village”. The zine has cut its video 
reviews to good effect. It's a pity 
that the remaining reviews mostly 
duplicate those in the current issue 
of ANIMENIA (and | do mean dupli- 
cate - Andrew reprints Josh's 
reviews and Josh reprints 
Andrew's). Two comics, the editor's 
own HIMITO REBEL and Josh Clark's 
SPIRIT GUARDIAN, plus a clutch of 
features on fan favourites like BUB- 
BLEGUM CRISIS and an overview of 
GAUIN PRESS add variety; again, 
though, one of the main features is 
a reprint from ANIMENIA. Room for 
improvement still, but a lot of effort 
is being made. 
£1.00 plus 40p p & p from Andrew 
Salter, Bryony Lodge, College Road, 
East Halton, Grimsby, S. 
Humberside, DN40 3PJ, UK. 


MANGAFFECT ` 


$200 PB 

.£2.30 

SS BUBBLEGUM CRISIS; 

R.P.G. RULES TO USE‏ په 
W M GAMES‏ 


THE ADVENTURES OF 


HAJI THE SAMURAI 


مس 


(HIMITO REBEL) 


4 ~ CAT! 
ORION 


is another GAIJIN 
PRESS zine written and pencilled by 
Laura Watton and inked by Chatri. 
Fifteen-year-old Laura has improved 
immensely since her first efforts 
appeared on the fan scene, and 
while her draughtsmanship skills 
still have a way to go to hit pro 
standard and her figure drawing is 
weak, the charm and energy of her 
work has made her a popular fan 
artist. The story of a boy disabled in 
an accident and in dire need of help 
to control his cyber-arms has many 
popular elements both Eastern and 
Western in its first issue; to give 
just a few examples, he goes to a 
school for specially ‘talented’ kids 
with psychic or other unusual pow- 
ers, a highschool romance seems to 
be in the offing, and he’s charming- 
ly clumsy. It’s too early yet to say 
how BIO-MECHA will develop, but 
to judge by this first issue it has 
oodles of promise. 
£1.00 from Gaijin Press, 2 Birkdale 
Drive, Immingham, Grimsby, DN40 
2LB, UK. 


Laura Watton's 


‘Written & Pencils bu 


; Laura Watton : dT - 
High Speed inks bu i4 7 (n ^ 80 PAGE ISSUE 
CHATRI NN 
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is the first bimonthly, 
A4 format issue. Editor Josh Clark 
has worked hard on raising produc- 
tion standards, his stated admira- 
tion for MANGA MANIA shows 
in his cleaner, simpler layouts 
and picture choice. It's a pity 
that this issue and Andrew 
Salter's current MANGAFFECT have 
duplicated each other's reviews, and 
that each carries a somewhat inces- 
tuous piece in praise of the other's 
efforts, but otherwise ANIMENIA is 
a good buy at £1.25 from Gaijin 
Press. Send an ssae (or two IRCs) to 
the address above for more infor- 
mation on their other publications. 


=, 
a 


from FUTURE 
FACTORY was trailered in issue 5 of 
this magazine; the first issue arrived 
for review and impressed us not a 
little, and the second instalment is 
due soon. Keith McDowell is anoth- 
er fan artist whose work has 
improved considerably in the last 
eighteen months, and for his own 
imprint debut he’s used the classic 
highschool manga format to focus 
on the problems affecting many 
kids in schools today. Drugs, bullies, 
romance, lack of style, being bad at 
games and terminal clumsiness are 
among the trials faced by his cast. 
The heroine is a rookie cop whose 
youthful looks -she’s only three 
years out of school herself - get her 
an undercover assignment tracking 
a high school drugs ring. The 
‘manga with a message’ element 
isn't pushed (in fact, you may miss 
it altogether unless you read the 
last page dedication) and the work 
has honesty, personality and good 
humour to recommend it. 
£2.00 inc p & p ( payable to 
FUTURE FACTORY, please) from 
FUTURE FACTORY, Keston, Low 
Road, Badingham, Woodbridge, 
Suffolk, IP13 8NF, UK. 


For the latest news on fan activ- 
ities, clubs, zines and conven- 
tions, look here! And keep us 
posted on what fans in your 
area are doing! 

Write to FANSCENE ROUNDUP, 
ANIME FX, 70 Mortimer Street, 
London WIN 7DF. 


MARC ANTONIO, 547 E. Spruce 
Ave., Lemoore, CA 93245, USA, is 
starting up a club for fans interest- 
ed in anime, manga and Japanese 
culture. If you'd like to join or can 
help, contact him right away. 


MARC BRADY of 23a Kenton Park 
Road, Kenton, Harrow, Middx., 
HA3 8UB, UK, is a big anime 
fan and is trying to find a 
picture of ASTRO BOY so 
that he can have the Mighty 
Atom tattooed onto his 
arm. He will only use the 
picture for this purpose, 
not for any commercial 
use, and if anyone can 
locate a suitable pic, or 
any talented artist out 
there could draw him 
something suitable, he 
would be happy to pay 
a fee or expenses. 


Test your anime and manga knowledge with 
our selection of brainteasers. The NEO- 
OTAKU level is based entirely on material 
released in the UK and USA, so you should be 
able to get by with out too many problems. 
As for the higher levels, well ... try them and 
see! 


NEO-OTAKU 

1. Which real-life Nazi heroine lent her name 
to the chara in KISHIN TROOPS? 

2. Which Japanese artist is co-creating a 
comic for the US market with an American 
company? 

3. Which British release has anew soundtrack 
by Europop group YELLO? 

4. Name the school story which features a 
teacher genetically mutated from a cock- 
roach. 


OTAKU 

1. In which year did Osamu Tezukasenei die? 
2. Give the Japanese and American names for 
the famous white lion cub from JUNGLE 
TAITEI, and the American name for the series. 
3. Name the company created by Mamoru 
Nagano to publish and handle rights in his 
works. 

4. Which Japanese magazine deals specially 
with anime OAVs? 


SUPER-OTAKU 

1. Who is Fujiko Fujio? 

2. Which US dub studio has patented the 
WORDFIT system for use in dubbing anime 
into English? 

3. Which female wrestler voiced which 
Toshihiro Hirano heroine? 

4. It forms part of the Australian post-apoca- 
lypse movie IN THE AFTERMATH - which 
anime is it? (Japanese title and translation 
please). 


Here are the answers to last month's quiz - 
how many did YOU get. 


NEO-OTAKU : 

1. MIGHTY MORPHIN’ POWER RANGERS. 2. 
12, 3. Sylia Stingray, Nene Romanova, Linna 
Yamazaki, Priscilla S. Asagiri, 4. VIZ video 


OTAKU : 
1. Kia Asamiya, 2. Akira Toriyama, 3. Justy 
Ueki Tyler, 4. Argo. 


SUPER-OTAKU : 

1. Nanase Ohkawa, Mokona Apapa, Satsuki 
Igarashi, Mikku Nekoi, 2. Anime-zine, 3. DIC - 
co-producers of ULYSSES 31, US producers 
for SAILOR MOON, 4. SF SHINSEIKI LENS- 
MAN, released in the UK and USA as LENS- 
MAN. 


MAY YIK, 13 Havelock Street 
London N1 ODA, UK; ‘17 year 
old college student, budding 
writer/anime artist, huge 
Takahashi fan, also DRAG- 
ONBALL Z, most anime, shojo 
mange; would like penpals of 
16+, male or female.’ 


LOUISE O'DONNELL, 28 
Skerry East Road, Newtown, 
Crammlin, Ballymena, Co. 
Antrim, BT43 6RP, Northern 
Ireland ; ‘Hi! I'm looking for 
penpals from anywhere inter- 
ested in anime and maga. |’ 14 
and enjoy drawing, watching 
anime and maga. Faves include 
AKIRA and RANMA 1/2. Also 
like chart music and playing 
video games. Promise I'll reply 
to all letters!” 


MICHAEL HIRTZY, Am Kornfeld 
3, A-8063 Eggersdorf, AUS- 
TRIA ; ‘BIG anime and manga 
fan looking for penpals to 
exchange videos/information all 
over the world (esp. JAPAN 
and AMERICA). Fave anime 
USHIO & TORA, all LUPIN III 
movies, BGC and DOMINION, 
fave manga AKIRA, GUNSMITH 
CATS, OH! MY GODDESS, 
RANMA 1/2 and BONDAGE 
FAIRIES (I know! Quite pervert- 
ed. But somehow | love it ...) 
Also want to find out if there 
are any female anime fans in 
this world, especially around 
Austria or Germany.’ 


GARETH HOWELLS, 196A 
Amblecote Road, Brierley Hill, 
West Midlands DY5 2PP, UK ; 
‘Im 16 years old, would like to 
correspond with anyone who 
loves manga & anime. | love 
GUYVER, TANK POLICE and 
DRAGONBALL Z. | will reply to 
all letters, so get writing! Fan 
art welcome.’ 


PHILIP BINDING, 47 Oakfields, 
Wallis Wood, Dorking, Surrey 
RH5 SRO, UK; Im 15 and 
love anime and manga. I'd like 
penpals from anywhere, but 
especially from Japan - girls 
that like anime and manga 
only. Fave anime DOMINION, 
TENCHI MUYO, MOLDIVER, 
CATGIRL NUKUNUKU. Fave 
manga MAISON IKKOKU, 
LUM/URUSEI YATSURA. Fave 
music ragga, techno. Trying to 


collect fan art so please send 
your artwork! Write soon!’ 


STEPHEN J. CROSS, 51 
Rothbury Close, Trimdon 
Grange, Co. Durham, TS29 
GPD, UK; Tm 16, wish to 
receive letters from anime 
fans, preferably female, from 
outside the UK all over the 
world. | love MACROSS, 
DOMINION, and anime with a 
lighter/cute side, also like to 
discuss other topics especially 
music. | only speak English but 
an considering learning 
Japanese, Italian or Spanish. 
Please write to me - I will 


reply! 


FRASER MORTON, 10 
Lisdarragh, Newry, Co. Down 
BT35 6AF, Northern Ireland : 
Tm a 30some thing fan of 
Rumiko Takahashi looking for 
penfriends worldwide to 
exchange info, merchandise, 
etc. Reply guaranteed." 


JOHN MICHAEL LU, Rm 323 
Gocheco Bldg, GM Recto Ave, 
Santa Cruz, Manila, Philippines. 
‘I'm 17, seeking penpals from 
all over the world who love 
anime. My faves ; RANMA 1/2, 
ORANGE ROAD, LUM, CITY 
HUNTER and lots more, except 
OVERFIENDtype materials. I'd 
like English speaking penpals. | 
promise to answer and corre- 
spond to every letter. 
Sayonara!’ 


TIM McCLARE, 30 The 
Crescent, Sassafras, Victoria 
3787, Australia ; Tm a 19 year 
old graphic art student, l will 
be very excited to receive let- 
ters from 'otaku' all over the 
world (hopefully including 
some people from Japan). | 
love anime very deeply but 
don't like the XXXhorror genre. 
Greatest faves ; TOTORO (and 
all other Miyazaki work!), 
VIDEO GIRL Al, MARMALADE 
BOY, ORANGE ROAD, SAILOR 
MOON, PLASTIC LITTLE, 
RUPAN, TETSUWAN ATOM 
(Astroboy). | will reply to any- 
one and everyone who writes, 
instantly" 


LEAH MARKEY, 44 Babylon 
Road, Bellshill, Lanarkshire 
ML4 2LHO, UK ; ‘Calling all 
males all round the world esp. 
USA/Australia. Good looking 
female, likes all kind of anima- 
tion, music & motorbikes, all 
letters will be answered so 
please write.' | 


SHUVRA MAHMUD, 5 Telford 
Court, Alma Road, St. Albans, 
Herts AL1 3BP, UK ; Tm 14, 
looking for manga/anime pen- 
pals worldwide. Faves range 
From PROJECT A-KO through 
to DOOMED MEGALOPOLIS 
(oops!). Hobbies include draw- 
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ing, computers, watching/read- 
ing anime & manga. I’m only 
able to correspond in English 
but | want YOU to write to ME 
- wherever you are! | will reply 
to anyone & everyone, so | 
hope to hear from you.’ 


PAUL MARSHALL, 76 Pennine 
Drive, Milnrow, Rochdale, 
Lancs UL16 3HG, UK; ‘I’m 20, 
would like to correspond with 
anybody, preferably abroad, 
but all letters will be answered. 
Would like somebody who can 
send me stuff, because the 
more the merrier - let’s discuss 
it. Faves include (no particular 
order) Warren, Sonoda, 
Takahashi, Maeda and Shirow.” 


LILY CARPENETTI, Via San 
Benedetto 16, 34144 Trieste, 
Italy ; Im a 21 years old Italian 
girl | love MARMALADE BOY, 
SAILOR MOON, DEAR BOYS 
and YU YU HAKUSHO. I'd love 
to find a lot of penpals from all 
the parts of the world! Please 
write me!’ 


PATTY FIGINI, Via Varese 12, 
21047 Saronno (VA), Italy ; Hi 
everyone! I’m 20 years old, I’m 
an Italian girl and | love anime 
and manga, most of all LADY 
OSCAR, THE SECRET OF BLUE 
WATER, HOKUTO NO KEN and 
RANMA 1/2. I like drawing and 
reading. | study English, - 
French, German and Japanese. 

| would like as many penfriends 
as possible, who like Japanese 
productions. Write me soon!’ 


DAVID TAYLOR, 56 Rosebery 
Ave, South Shore, Blackpool, 
Lancs FY4 1LB UK, and JOHN- 
PAUL CLANCY, 48 Saltcotes 
Place, Lythan-St Annes, Lancs 
FY8 3AP, UK ; ‘We are two 
British biys who enjoy watch- 
ing anime like AKIRA, JUDGE, 
PROJECT A-KO, and occasion- 
ally DEVILMAN. We also like 
heavy metal (Dog Eat Dog, 
Rage Against The Machine), 
and indie music (Supergrass, 
Blur). So anybody 14-16 (espe- 
cially females as we haven't 
ever met any who like anime 
and manga) please write for 
long letters and loads of fun.’ 


PATRICK SACCO, 105 Arcade 
Street, Paola, PLA 03, Malta ; 
‘26 years oldm English lan- 
guage instructor, university 
student and big Japanimaniac. 
Faves are GUNDAM, 
MACROSS, MOSPEADA, MAI- 
SON IKKOKU (crazy for 
Kyoko), HOKUTO NO KEN and 
TIGER MASK 2. | study 
Japanese and collect model 
kits. Id like a male or female 
penpal workdwide, esp from 
TOKYO, and also info on 
ANIME SHOPS in JAPAL with 
overseas mail order service. | 
promise to answer ALL letters.’ 
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WIN PIONEER TAPES! 


genius. He's persuaded Mr. Fujii at 


That's because our man in Japan, 
the revered kacho (Captain) of Team 


AFX Tokyo, yes, none other than 


Sakura Studio's very own PETER 
EVANS, has pulled off a stroke of 


KSS to be very generous and give us 
FIVE cels from hit TV series LOVE 
MESSENGER WEDDING PEACH. You 
can see them illustrated here and 
you can win one for your very own! 
Of course, for such a very special 
prize, we had to make the contest a 
little bit harder than usual - but if 
you've been reading ANIME FX and 
watching anime carefully, you 
shouldn't find it too difficult! All 
you have to do is answer the fol- 
lowing questions about other lovely 
anime ladies. First all correct card 
out of the bag wins the set-up on 
the left, next four get one of the 
cels above, each with its drawing. 


) What is the real name of 
SAILOR MOON? | 

) Who or what is Fatara? 

) Give the full names of the ` 
two policewoman who star 
in TAIHO SCHICHAUZO. 

) Who isthe eldest of the 
Goddess sisters in AAA 
MEGAMISAMA? 

) Give the real name of the 
heroine of LOVE MESSEN- 
GER WEDDING PEACH. 


Put all five answers with your name and 
address on a postcard and send it to us ` 
to reach us before 30th October 1995, ` 
and you could soon be the lucky winner _ 
of a WEDDING PEACH cel! ` | —Ç 


NO HEIDAN IT ... 


Our KISHIN TROOPS competition was a 
bit sneaky. We asked you in which decade the action of KISHIN HEIDAN begins. 
A lot of you said the 1940s, and you're 
right about the main story. But the first action onscreen, which starts off 
the story and is responsible for all the subseguent events, takes place in 1937. 
13th August 1937, as some of you, 
like C. HERBAUT of London, noted. 


All the corect answers went into Helen's bright pink GALL FORCE baseball cap, 
and the first card out was from 
CAROL DOHERTY of Darlington, Co. Durham, UK. She gets the cel. 

But the runners-up (Matthew Murphy of Middlesex, Andrew Lai of Glamorgan, 
Damien Lyne of Galway, Ireland, and of course C. Herbaut,) don't have to feel too 
bad - they not only got it right, they also get KISHIN HEIDAN videotapes. 
Thanks to the good people at PIONEER 
and RTM for the prizes and for bringing some great anime titles to the UK! 


— -一 


Top Left: “Hell World” by Lucy Farfort 
Top Right: Untitled by Nick Southam 
Far Left: Lum and B-KO by lain McClumpha 
Left: Yuri by Daniel Field 
IS, 
We accept colour and b/w artwork. Please do not 

exceed A4 size (297 x 210mm). Good guality photo- 

copies are preferable to sending us the original. 


Pack to avoid creasing as this may show up when 
printed and DO NOT fold artwork! Get drawing! 
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It’s a Fujishima festival! After showcasing his police duo Natsumi & 
Miyuki, we couldn’t resist bringing you these gorgeous pics of the 
Goddess Sisters and friends from AAA MEGAMISAMA, aka OH MY 
GODDESS, one of AnimEigo’s and Anime Projects’ most popular 
releases. Many thanks to AP’s Nigel Fisher for the beautiful pictures. 
Here you can see Belldandy, alone and with Keiichi, while on the back 
cover are Urd, Belldandy and Skuld, with Keiichi & chums from 
Nekomi Tech. 


AAA MEGAMISAMA/ OH MY GODDESS! © Kosuke Fujishima, Kodansha, TBS, KSS 
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